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PLATOON 




INSTfiNT ACTION: A PANDCM SINGLE BATTLE SCENARIO THAT PITS YOO AGAINST EIOCT-LINE RUSSIAN TROOPS 
TRAINING: AT 'ACTUAL' US ARMY FACILITIES; ARMOR SCHOOL; PORT KNOX AND PORT IRWIN 
SINGLE BATTLES: REPLAY HISTORICAL AND HYPOTHETICAL CONFLICTS; INCLUDING GULF WAR AND COLD WAR 
CAMPAIGNS: GULF WAR II, NORTH AFRICA, RUSSIAN FAR EAST, BALKANS AND CENTRAL EUROPE 
MULTIPLAYER: ACROSS A NETWORK OR VIA A MODEM/SERIAL LINK FOR A TWO PLAYER BATTLE 


© 1998 MicroProse Software, Inc. All Rights Reserved. MICROPROSE and Ml TANK PLATOON are U.S. registered trademarks and Ml TANK PLATOON II is a trademark of MicroProse, Inc. or its affiliated companies. 
All other trademarks are the property of their respective holders. ACTUAL IN-GAME SCREENSHOTS EXCEPT AS MARKEO* 
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MGM Feature 

We travelled to Los Angeles to visit the MGM headquarters 
and check out the progress of their new games, Tommorrow 
Never Dies, Wargames and Return Fire II. 


Prohe Feature 

Developers Probe are the force behind this month's cover 
game. Forsaken. They are best known for titles such as Mortal 
Kombat and the soon-to-be-released Batman & Robin. 
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This months exclusives include the awesome Redline Racer 
and Ocean's real-time strategy title, Rising Lands. 

12 Front Lines 

SU-27 Flanker 2, Sim City 3000, KKND 2 and Heart of 
Darkness are just a few of the new games covered in this 
month's news. 

24 On the Drawing Board 

Following up last months look at Cendant's forthcoming 
new releases, we take a look at what some of its affiliates 
are up to. 

26 First Sightings 

2B Urban Assault — Having travelled to the States, our 

intrepid reporter brings back the latest news. 

21 Sin *“ Activision's 3D action game is one of the most 

eagerly awaited games of the year - here you'll find out why. 
3B Three linns- It's coming home! It's coming home! Yep, 
World Cup fever is starting to take over. 

32 Previews 

You'll find the very latest on Deadlock II - Shrinewars, Outwars 
and Dune 2000 in this month's preview section. 

46 Shnwcase 

Can Interplay's MAX2 redefine the real-time strategy 
genre? We ask this and more in our comprehensive showcase. 

S3 Reviews 

Acclaim's Forsaken steals the headlines, but is ably supported 
by Ubi Soft's Redline Racer. 

32 Budget Reviews 

Good games at a reasonable price! Too good to be true? 
Find out in this month's selection of budget reviews. 

96 Digitai Entertainment 

If you're looking for something to broaden your knowledge, 
then this is the place to look. 

98 PenBitimate 

UPC readers have their say on the rising cost of PC gaming. 

106 Wired earning 

What's hot and what's not in the world of online gaming. 

108 Cyberspace 

We take a look at a selection of gaming Web sites and 
investigate whether they're part of a web you want to get 
caught in. 

118 Tips 

118 OuaknII “ A full solution to one of the 
all-time classics. 

145 Back Issues 

You're holding issue eight in your hands - if you 
missed the first seven, order them from here. 

146 Next Mnnth 

Find out what we have lined up for you next month. 





This month, we bring you an exclusive review of 
the hottest new game ever to hit the PC. forsaken 
from Probe Entertainment is ready to mix it with 
the big boys, and re-write the rote of 3D action. 
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utilities 

More and mo 
Windows '95 games now 
require DirectX, which is 
why we've stuck a version 
on the CD for anyone who 
hasn't already got it. 

To install it on to your 
PC, simply select the 
DirectX 5 sub-directory 
and then follow the 
on-screen instructions. 
There ~ couldn't be easier! 

Requirements 

The Ultimate CD is optimised 
for machines with the 
following specifications; 
P75, Windows '95, 16 bit 
display, 16 MB RAM, 
sound card. 

Disclaimer 

Whilst every care is taken 
with the testing, production 
and installation of Ultimate 
CD, Rapide Publishing 
cannot accept any 
responsibility for loss or 
damage occurring during its 
use. We strongly advise that 
you have back-up copies of 
all your important files and 
applications before 
installing any new software. 

CD Helpline 

The Ultimate CD is 
thoroughly tested for 
any faults and is in full 
working order before it 
is distributed. However, 
should you have any 
problems of any kind 
you can ring our special 
Ultimate PC helpline 
between the hours of 
3pm and 6pm. The 
number to ring is; 

01425 674446 


Anotlier month, another Umiun CD. Aloni with the excinsives of Rallim 
Racer and Rising lands, we also have a great Rattieme playahle demo, 
not to mention the selectieo of goH games to He in with onr featnre. 


Redline Racer 

Pubilstier: iliil Soft Beiease: Out Now Piatforoi: Wio 85 + SOFX Goatrols: Ke|s, JeifpaO 







_[his month Ubi Soft provide us with an exclusive playable demo of their edge of the 

seat bike racing game. Developers Criterion reckon it is the first ever motorcycle game for 
the PC that brings true arcade racing into your home, and who are we to disagree! No, 
really this game is a visual stunner, especially in the 3DFX version. In this demo you can choose between Direct 3D or 3DFX 
modes, which should please a few people. 

_ You will be able to race around the Tudor Hill track - a figure of eight course without the crossover and 

. There is a time limit to the demo of fifteen minutes, and coupled with that you 
to race against the clock to pass the checkpoints in time. Try out two of the bikes from 
the main game including the Avanti and the Fire Star X35. You can also change your 
name, team and sex - it's fun just to hear the women scream as they fall off! The 
controls are simple enough: use the left shift to accelerate, left control to brake 
the cursor keys to turn left and right. 

Aside from those you have 'A' for turbo 
(though watch you don't wheelie 
right over) and 'z' to signal. Press 
'escape' in-game for help. To 
install just click on the install 
bar at the bottom of the UPC 
menu and then follow the 
instruction to unzip the files. 





Rising lands 


Publisher; Ocean Release: Out now Platforn: Windows 05 Controls: Meuse 


uiWicmn Lands is a decent real-time strategy title set in a post apocalyptic world where rival 
clans fight it out to become the new dominant civilisation. This mix of primitive and high-tech 
machinery and living adds a new variety to gameplay not seen in similar games like Age Of 
Empires. This demo gives players a one mission taste of the 30 mission cake. As the leader of the blue clan your 
mission is to find and destroy the red clan. Not an easy task by anybody's standards. You have to build a storehouse 
so that your farmers can go out and pick vegetables, engage in research, build a barracks and create an army, trade 
and mine stone. There is plenty here to keep you occupied for a few hours, and if you haven't got the time, just save 
the game and come back. Most of the work is carried out using the mouse to select and drag units into position. 

Unfortunately the demo only shows you 30% of those 
available in the finished game, but it does give you an 
idea of what to expect. It is well worth reading the 
helpful information before you begin 
the mission, though there are help 
hints that flash up in-game so you 
can choose. 
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Hello and welcome once again to 
the Ultimate PC CD-ROM 
Coverdisc Coverdisc 


CD pages 


HOW TO USE THE ULTIMATE GO 

The Ultimate CD has reverted back to its traditional format this month. To use the CD, simply place it in your CD ROM 
drive and select RUN from the Windows start menu. Type in D:\ultimate.exe and the CD should boot up. You'll be left 
facing a split screen. On the left-hand side of the screen you'll see a list of games, clicking on one of these will bring 
up an image of the game on the right-hand side. Now, to install the chosen game, click on the install button in the 
bottom left of the screen. If you have any problems with the CD, please don't hesitate to call 01425 674446 between 
the hours of 3pm and 6pm. 





Plane Crazy 


Pubiisker: Europress ieiease: Out New Piatforui: Wiudows OS Cantreis: Keys, joystick 




mMlane Crazy is a full on flying game. Not one of those stuffy flight sims, but an arcade 
racing game with fat planes, power-ups and a touch of firepower. This playable demo lets 
you play one of the five courses in the full game. Monumental Rush. You only have a 

limited ninety seconds to get as far as 

possible through the course, and believe me, it's difficult enough just to keep in 
the air let alone keep up with the opposition. You have to make sure you stay 
within the boundary, which usually means keeping low. You can use either a 
joystick or keys, the controls being, up arrow for 
push flight stick forward and down arrow for push 
flight stick back, with left and right arrows for flight 
stick left and right. The 'A' key increases throttle and 
'Z' slows you down, and in the event of picking up a 
power-up, use T and 'space.' 








Electrenic Arts Release; Dot Now Platfonn: Windows 95 Controls: Mouse 

Qlhis superb playable demo of Electronic Arts' Dark Omen 
allows you to fight one battle against the hoards of undead that 
roam the Warhammer world. Cast as Commander Bernhadt, 
you must marshal troops around the 3D battlefield in an 
attempt to defeat the enemy. This demo gives you control of cavalry, 
crossbow, archer and infantry regiments, as well as a cannon and 
mage. Up against you are zombies, skeleton warriors, undead 
archers and necromancers. 

In this particular battle, players are defending a church in the 
middle of the courtyard. No enemy can be seen to start with, 

making it impossible to tell where they are going to come from, so position your troops around the church in a square. Pan the camera view 
out using the back arrqw key and watch for the enemy. You'll see them appear soon enough, but don't commit all your troops to repelling the 
first lot you see... there could be more! 
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forsaken 


Rubllsber: ABClaitn Release: May Platferie: Windows 95 Controls: Not anplicable 

IJhis month's cover game, we reckon Forsaken to be one of the 

best first-person combat games we have seen, easily on par with the likes of Quake IL This is partly because of the very smooth 

engine that we have seen run as well on a PlOO as it does on a P266. Though this demo 
is not actually playable - that version missed the deadline by a few days so look out for 
it next month - it does give you an idea of how the levels look design wise and gives 

you a feel of some of the machines, enemies and 
opponents you will meet. 

In the full game players ride around on anti>grav 
bikes through the mazes and ruins of a desolate world 
destroyed by a nuclear accident. Being a bounty 
hunter-come-scavenger you must cruise around picking 
up gold, weapons and destroying everything that 
crosses your path. 





























































Deadlock II: Shrlnewars 

Publisher: Electronic Arts Release: April Platform: Win SS Cootrols: Moose 







Sega Tourieg Car 


Publisher: Sega Release: Out now Platform: Win 9S Controls: Keys, Joipad 


Qe 


CXega have not really put all their effort into this new racing game, which is a 
straight port from the arcade version and certainly not the best racer on the 
market. Try it out for yourselves - you may like the handling or something, see 

what you think. The demo lets you cruise around two laps of the Country circuit against seven competitors. You can use the Opel Calibra 

V6, and if you are good enough you'll get your name in the results table! Here are the basic 
controls (there more detailed notes about the game available once you have installed 
the game): The arrow keys are used for direction and gear shift up and down, 

V changes your view from 'chase' to 'in car' 


and return pauses the game. Even though the 
game is not that special to look at, at least 
when you hit what looks to be the grass 
you don't spin out as in another game we 
could mention. 


Oihis turn-based sequel brings together all the resource management of 5m? City with the colonies and exploration ideas of Civilization. The thing with 
Deadlock 11 is that you are out in space searching for your homeworld. The only problem is the fact that you have no clues to its existence or whereabouts, only 

the shrines that lie across the galaxy. You must expand your colony 
into new territories on new worlds whilst researching new 
technologies - there is nothing that you cannot attempt. 

This playable demo is split into two parts: firstly you have a single 
player scenario called Wasteland. You play the humans in their battle to 
defeat the Re'lu. The multiplayer part is set up for people with LAN, 
modem or Internet connections and is available for up to three players. 

Unfortunately you are restricted to only fifteen turns a game, but most 
of the other options are there to be messed about with. Simply try 
building a free structures and visit a few of your territories. You will 
soon get the hang of things, just use the mouse to navigate. 


ft'-' 




Bafflezone 


Publisher: Activision Release: May Platfonn: Win OS Controls: Moose and keys 

Efrobably the best demo this month comes from Activision's 

genre leader. Definitely the best of the first-person perspective real-time strategy games, Battlezone puts you 
in the heart of the Cold War in the race to find valuable biometal. This playable level lets you play through the 

training missions and two scenarios from the game. 

The training missions just get you used to piloting the tanks and firing, the real challenge are the main missions. 
Only the USA side is available in the demo. You begin the first mission on foot, choose a tank to pilot, either the 
scout, bomber or one of the light tanks, and then build a scavenger. To do this just find the recycler, click with the 
mouse to select it then press '1'. Follow the scavenger to protect it, you will soon meet with resistance. The second 
mission is more complicated. You must build and place badger (why badgers?) turrets around your base and defend 
them. Later you will have to escort two transports to a launch pad before you complete the mission. 

The mouse is used for direction, 'w' moves you quickly forward, 'a' and'd' are the strafe buttons and the left mouse 
button is used to fire. To save the game at any point just press 'escape'. There is the option for 3DFX as well, so check 
that out if you can. 
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Croc 


Pu&iistier: iueas Arts Release: Out New Piatform: Windows 9S Centrals: Keys, mouse, joypad 


Jedi Knight: Mysteries ef Sith 


Qjhis add-on for Jedi Knight follows on from the original storyline. You play Kyle Katarn, the Jedi who vanquished Jerec 
at the Valley of the Jedi in the first game. He has travelled to a remote New Republic base to train a former Imperial 
Agent, Mara Jade. You begin the game at the base. The Imperial forces have launched a surprised attack and it is up to 
you to help repel the storm troopers and 
find an Imperial shuttle on the far side of 
the compound. 

This first-person shooter brings the 
classic Star Wars universe to your computer. 

Though you don't need the original game to 
play the demo you will need it when you 
buy the add-on. The game has many 
controls so it is best to have a look at the 
read-me file before you start. The basic 
controls are V - forward, 's' - backward, 

'shift' - run, 'a' and'd' - side step, '<' - left, 

'>' - right, 'x' - jump, 'ctrl' - primary fire, 'z' 

- secondary fire, 'c'- crouch and the number 
keys for weapon select. 


PublisAer: fox iuteraetive Release: Out New Platfurm: Wiuiisws 95 Cuutrols: Keys, juypad 

1^ hen Croc - Legend of the Gobbos was released on the PlayStation late last year it was a big 
hit, especially with younger players. It is a highly enjoyable platform adventure game, with lots of bright primary colours, happy 
little noises and a cute and lovable central character. No blood, no explosions and no sex. So it probably won't appeal to 
Carmageddon fans then... 

Croc is, of course, a crocodile. 

He was found, Moses-like, floating 
in a basket, and raised as an 
orphan by the king of the Gobbos, 
who are cute furry little things 
with big eyes. Some time later 
after Croc had grown, a huge evil 
monster turned up and captured all 
the Gobbos. Croc was flown to 

safety by a friendly bird, and is now on a mission to save his friends. 

This demo lets you play a few of the levels - simply make Croc waddle about collecting the crystals and 
killing the other monsters with his tail. You can use a joypad or stick or the keys. If you use the keyboard 
then press the arrow keys to direct Croc, 'z' and 'x' to step left and right and 'space' to jump. To swipe his 
tail press 'left Ctrl'. 


righting rorae 


Publisber: Lucas Arts Release: Out New Platfurei: Wiodews 95 Controls: Keys, mouse, joypad 

^Unfortunately due to circumstances unknown and beyond our control some people may find a problem in installing and running the Fighting Force demo. The 
game is set up for 3D accelerated cards only, but for some reason the code is corrupt. A bit annoying we know, but rest assured we will endeavour to put a fully 
working version Fighting Force next month. 
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fftnft 


Publistier: Electronic Arte Release: Dot now! Platform: Windows^‘35 Controls: Mouse 


merit-a^ golfiTm 




mm 


few holes of Electronic 

Arts"'fantastic . __ 

^ golf sim. Ths demo ^es you the chance to 
out your golfing ^lU on a ttkky par 
four hole tafen froip one of the ^me's two 
courses. Play the hole as wany ffmes as you 


like, accustomising yourself with the game's wonderfully intuitive controls. . 

If you're Lucky, yon might be able to sink a birdie, or, if you're dead flukey, pe#»aps 
even an eagle. 




Publistier: Empire interactive Release: Out nnw! Platform: Wimtows ‘35 Controls: Mouse 


IIJlEipire Interactive have teamed uj>with one of the world's most famous and successful players, 
fey Player^-fbf. their new sim. The Golf Pm, The game features two accurately recreated courses 

0 .; and boasts three marn modes of play; strokeplay, matchplay aiKl 
L stableford. The game's main selling point is not it's content 
though, rather it's revolutionary Golf Swing. This ni^rod. of .. 
.. .stroke playtng works on a side-to-side motion, ratherthan the 
^normal backwards and forwards one adopted by most other golf 
■i; : g^es. This demo allows you to try out this new method which ■ 
.-qive.s.a much more realistic feel of playing a golf stroke. 


rt 


W|Sli I 


Publisher: Cendant 


Release: Out now! Platform: Windows ‘35 Controls: Mouse 


anything else is said and done, we'd like ? 
lift that although the demo says ft is 
Front page Sports Golf, it and Sierra Sports Golf are one and thir>§-. In America, Xendant'i.sports range 

is called Front Page Sports, whilst this sitlF~6T the Atlantic-S is called Sierra Sports. JusLwarttefI toTtear that, '■ 
. up; Anyway, this demo offers the chance to play three holes, the sixthr seventh and eighth, from-the Peter D^.: 
course. These holes provide an ideal opportunity to try out both the game's swing and three click stroke 'play^- . 
Although this demo only accommodates for two players on the same PC, the full game allows^for multiplayer ' 

■ Trratches via a LAN, or the Internet. ^ V . . .. 






Publisher: Electronic Arts Release: Out now! Platform: Windows‘35 Controls: Mouse 

Q esigned to cater for the more demanding golf sim%n, Jack 
Nkklaus 5 is one of the more -dstaited and-.comprehensive si ms 
" we've seen. This demo gives you the 




chance to play the first three holes from the Huaiialai Golf Club. Whilst 
only one player can take part in the demo, the full game allows for up 
■ ^ six players to take each other on through a network, direct modem-.; 

; tormodem link-up or the Internet. The full game also boasts five full ' 
courses .and thirteen different modes of play, including the imaginatively 
. titled Bingo, Bangu, Bongoi 
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The most authentic football management experience on a PC! 

• The most accurate data available (Over 130 fanzines can’t be wrong!) 

• All new, realistic transfer system 

• Play with 6 leagues running at the same time!! (England, Scotland, France, Germany, Italy and Spain) 


In the optional Manager Mode, you can manage 
the whole stadium and team finances, or even 
float private clubs on the Stock Exchange. 


The all new interface is so easy to learn and 
use, that you’ll have more time to think about 
players, tactics and training. 


www.ultimatesoccer.com 




























If you’re after news oe all Ihe latest upoomiig releases and want to know what’s 
going to be hot and what’s not, than you’ll find it at the Front line. 


EIITIIMl 


imH he king is dead! Long live 
the king! 

Every now and then a game 
comes along that completely blows 
us away. Probe Entertainment's 
Forsaken is one such game. Before 
we saw this masterpiece. Quake II 
and Tomb Raider II stood above all 
others as the two finest PC games 
we've ever seen, but not anymore! 
Coming in with an amazing score of 
95%, Forsaken is UPC's highest 
rated game ever, and rightly so! 
Boasting a 3D engine that leaves 
Quake ITs for dead, superbly 
designed levels and outstanding 
multiplayer options. Forsaken sets 
new standards of gaming excellence 
and is now the game all others 
should aspire to beat. 

Whilst Forsaken undoubtedly 
steals the limelight this month, 
there are several other games 
featured in this month's issue 
which are worthy of mention. Ubi 
Soft's Redline Racer is a breath¬ 
taking arcade racing game that 
delivers some of the fastest and 
smoothest racing the PC has 
witnessed. Other top reviews this 
month include Interplay's Fallout, 
Empire's Golf Pro and Take 2's 
Black Dahlia. 

On the preview front, this 
month we take a look at 
Activision's eagerly-awaited 3D 
shooter. Sin, Microsoft's Outwars 
and Urban Assault. We also take an 
exclusive peek behind the scenes 
at MGM studios where work is 
underway on the new James Bond 
game. Tomorrow Never Dies. 

With a full Quake II solution and 
spedal golf feature bolstering the 
magazine, there's plenty for everyone 
in this month's issue. Let's not also 
forget the free 100 page solutions 
book and cover mounted CD packed 
with over fifteen demos. 

One last thing, everyone on 
Ultimate PC would like to thank all 
of you who have supported the 
magazine over the last six 
months. You've helped us reach 
circulation figures of 70, 896, 
making us the UK's best-selling 
PC games magazine. 


fter a period of inactivity, Mindscape have 
I strengthened their summer Line-up by snapping 
up the publishing rights to Eagle Dynamic's sequel to 
the critically acclaimed SU-27 Flanker. Although Little 
has been seen of the game yet, the early code being 
shown seems to suggest this could be the hottest flight 
sim of the year. SU-27 Flanker 2, as the game is to be 
known, isn't due until November, but even at this early 
stage in the game's development, it's looking quite 


superb. The original game's graphics engine has been 
completely overhauled for the sequel and now supports 
resolutions up to 800 x 600. Players of the game can 
also expect diverse weather, with effects such as 
fogging and rain. 

As well as a new graphics engine, SU-27 Flanker 2 
will boast a new game engine which Eagle Dynamic hope 
will offer one of the most realistic flying experiences 
ever. Each plane also has numerous hit parameters so 
that damage done to different parts of the plane will 
have an effect on how it flies. With a full campaign 
game, plus Internet and Network multiplayer 
dogfighting, SU-27 Flanker 2 promises to deliver 
everything that the serious flight sim fan could want. 

For the more casual flight fan, one of the game's 
features will be realism that can be tailored to suit the 
requirements of the individual player. So, those who 
want more of an arcade experience shouldn't be 
disappointed either. ■ 


Fly Russia’s leading fighter plane into combat 
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Sordid Puzzle Castle 

Following up from the Feeble Files, Adventuresoft have 
announced that their next project is to be a graphic 
puzzle adventure titled Sordid Puzzle Castle. The game 
will be split into themed sections, each packed with 
puzzles which players will have to solve in order to 
progress through the game. As the game's name 
suggests, these puzzles are going to be on the 
demanding side. 


Simon Sorcerer III 

Having scored only moderate success with the Feeble 
Files, Adventuresoft are falling back on the acclaimed 
Simon the Sorcerer for their big 1998 release. Having 
already impressed on the Amiga with its amusing 
characters and witty script, Simon the Sorcerer is to be 
brought on to the PC. In what will be the third in the 
series, Simon the Sorcerer III will once again be penned 
by Simon Woodroffe. 


21st Century closed 

After a string of disappointments, erstwhile 
Britsoft developer 21st Century has shut its doors 
and ceased trading. Set up in early 1991, 
the company was most famed for its pinball sims, but 
recently poor sales have left it struggling financially. 
Pinball Dreams was probably the highlight of the 
company's short history, achieving notable success 
on the PC. 





Gamestock ‘98 

icrosoft held their annual new products 
presentation, called Gamestock, in Mid- 
February and Ultimate PC went along to take a look. 
Among the goodies on show was a new motion-sensing 
game controller code-named Tilt, and several new games 
including Outwars, previewed this issue, and Urban 
Assault which you can see in our First Sightings section. 
Other games on show included a World War II combat 
add-on for their Flight Simulator, code named Spitfire, 
their motorcycle racing game Motocross Madness, the 
Golf 1998 Edition golfing simulator, Monster Truck 


The Heart of the matter 

O cean Software will be encouraging players to face 
up to their darkest fears in the forthcoming 
release of Heart of Darkness. When a young lad's dog is 
stolen by the forces of the night, he braves his fear of the 
dark to embark on a rescue adventure that is this 2D 
platformer. Players, cast as the young lad, must fight, run, 
jump and climb their way through eight huge, uniquely 
themed levels. 

Although the current penchant is for everything and 
anything 3D, Heart of Darkness certainly seems to have 
the making of a classic 2D title. Admittedly we've only 
seen a few screenshots so far, but dozens of different 
enemies, perplexing puzzles, an original music score and 
a continuing storyline are all promised when the game is 
released in the summer. 

With its cartoon-style characters. Heart of Darkness is 


obviously aimed at younger PC gamers, but it has the 
potential to be a sophisticated and entertaining gaming 
experience for kids of all ages. WeTl be keeping an eye on 
the game's progress and will have.an update for you in 
the near future. ■ 


Could this be the start of a 2D platform revival? 


Woods commented on teaming up with EA, "I am thrilled to 
join the EA Sports team. I've played video games for many 
years. The chance to work with the top brand in sports 
gaming and play a key role in the design of an interactive 
golf product will be an exciting challenge." It remains 
unclear just what influence Tiger Woods will have over the 
game design, but it is known that he will be included in the 
next PGA game as a character gamers will be able to play as, 
or against. Flaving won the admiration and respect of his 
fellow pros and aspiring new golfers. Tiger Woods' endorsement 
and starring role in EA's forthcoming PGA games can only add 
to the series' continued success. ■ 


Madness 2, and Revenge of 
Arcade, a collection of 
'classic' arcade games. 

Flowever, the star of the 
show was the keenly 
anticipated Age of Empires II 
which drew close attention 
from all of the journalists present. Age of Empires II is of 
course the sequel to Microsoft's best-selling empire building 
strategy game. It covers a thousand year period following 
on from the first game, encompassing the fall of the Roman 
Empire through to the Middle Ages. With improved combat, 
expanded diplomacy options, better navigation and an 
improved player interface, the game, which is due for 
release in the autumn, has undergone a complete facelift. 
The results looked very impressive, and we will bring you 
more news as soon as we have it. ■ 


EA drive into the Woods 


A's famed sports range, or at least its PGA Golf 
series, looks set to benefit from a recently signed 
deal between the giant software publisher and 
Tiger Woods. Already the market leader in 
interactive golf games through its PGA series. 
Electronic Arts looks set to solidify its position after 
signing a four year agreement with the 
phenomenally talented American which will see 
him starring in all the new PGA games. Tiger 


Age of [aipires II promises more units, bigger 
maps, larger battles and a more challenging 
artificiai inteliigence 
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NEWS 


Quake ii for Wireplay 

After weeks of trials. Quake II has finally made its 
debut appearance on BT's Wireplay service. Wireplay's 
chief Quake honcho, Adrian Manning, stated that, 
"Anyone who has played Quake over Wireplay will know 
all about the system's amazing performance, but 
nothing will prepare them for the way Quake II runs... 
it's flying." With ping times of 100 milliseconds, it 
should be quick enough for everyone's liking. 


Daikatana not until Sept.But Dominion looking good 


News has filtered into the UmMATE PC office that Ion 
Storm's Daikatana will not now be ready for release until 
September. With Unreal due in March and a host of other 
3D action games expected before Christmas, including Half- 
life and Blade, news of the delay must come as a bitter 
disappointment to publishers Eidos. Jon Romero's first 3D 
action game since leaving Id and setting up Ion Storm, all 
eyes will be on the game when it is finally released. 


Despite the delay of Daikatana, Ion Storm's first 
release. Dominion is shaping into a very tasty prospect 
indeed. There's countless real-time strategy titles out 
on the PC at the moment, but this one is looking a 
safe bet to beat the rest into submission. With an 
advanced AI, huge 3D landscapes, dozens of single and 
multiplayer missions, this could be the game to topple 
Total Annihilation. 


Caught in the 
Krossfire 

O cean are preparing for a post- 

apocalyptic war after snapping up 
Beam Software's follow up to their 1997 hit, 
Krush, Kill 'n' Destroy. The Australian 
developers' original game received a mixed 
reception when it was released early last year, 
but this new version has the potential to push 
Dark Reign and Total Annihilation for the real¬ 
time strategy crown. 

KKND Krossfire, as the sequel is to be 
titled, follows on from where the original left 
off. The game is set in a Mad Max-style world 
that has been ravaged by nuclear war. Three 
warring tribes have emerged from the 
radioactive fallout, each intent on taking 
what's left of Earth's resources for themselves. 
Having lived underground since the great war. 
The New Survivors are keen to settle once 
again on the planet's surface and won't let 
anything stand in their way. The Further 
Evolved are a race of mutants hell-bent on 
destroying everything, whilst the Series 9 
robotic army want revenge on the humans that 
devastated their way of life. With three 
distinctly different sides, there's some great 
possibilities for some single and multiplayer 
battles in KKND Krossfire and Beam Software 


don't look like letting anyone down. There's 
forty five single player missions and over 
twenty multiplayer maps with up to eight 
players able to take part in these multiplayer 
battles via a LAN. At the moment there's no 
Internet multiplayer options, but we're keeping 
our fingers crossed that this will be included 
before the game is released in June. ■ 



Duke Nukem off to 
the oiovies 

ill 

■ ood news for all Duke Nukem fans is 
that the possibility of a movie 
starring the wise cracking, gun-totin' alien ass 
kicker is now looking like a distinct possibility. 
Threshold Entertainment, the company which 
brought Mortal Kombat to the big screen, has 
signed a deal with 3D Realms and GT 
Interactive that could see a movie and video 
release in the near future. Any movie released 
can only be good for GT Interactive and 3D 
Realms, what with Duke Nukem Forever due for 
release later this year. 



A Duke Hukem movie with lots of explosive action would no 


Very few details about the new deal have 
been announced, but it seems that GT 
Interactive have secured the rights to the 
interactive version of any movie, so we could 
see a game based on the movie that's based 
on the game! ■ 



go down well with the army of Duke Hukem 30 fans 





Each month, thanks to GamePtay, one Ultimate PC 
subscriber wilt win the top five PC games. 

Tomb Raider II 

Eidos 

I Quake II 

m Activision 

I Championship Manager 97/98 
Eidos 

I Jedi Knight: Mysteries of Sith 

f Virgin 

I FIFA: Road to World Cup 

I Electronic Arts 


Grand Theft Auto 
Flight Unlimited 2 
Microsoft Flight Simulator '98 
Age of Empires 

TOCA Touring Car Championship 
C&C: Red Alert 
Doom Trilogy 
Blade Runner 
Worms 2 
Civilization 2 

F22 Air Dominance Fighter 
Lula - The Sexy Empire 
Riven 

Monopoly H 

I-War 


BMG 

Eidos 

J Microsoft 

Microsoft 
p Codemasters 

Virgin 
GT Interactive 
Virgin 
Microprose 
Microprose 
Infogrames 
Take 2 
Broderbund 
Hasbro Interactive 
Infogrames 


This mouth’s Top 20 games. Gompiieii by ^ 
EISPA aod io coBjoaotioD with Ghartraok/^^ 


This Month's Winner: B.Harvey, Lincoln 

UiTiMATE PC’s Charts are sponsored 
by mail order specialists Gameplay. 
Tel: 0113 234 0444 
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NEWS 


FIFA World Cup 


With the World Cup looming, football fever is starting to 
grip the nation. For PC gamers, FIFA World Cup will 
undoubtedly be the highlight of this year's tournament. As 
we have already announced, the game will have all the 
teams and players from the finals, but we can also reveal 
that the game will feature historic teams from yesteryear. 
Players, once they've won the World Cup, will be able to 
take on the likes of Charlton and the English team of '66. 


Castrol Honda 


Interactive Entertainment's Castrol Honda endorsed 
superbike racing simulation has been give the green light 
and looks set for a release pretty soon. The game, as 
reported in the last issue, has been designed for those 
after a more realistic simulation of motorbike racing. With 
3D tracks, fast gameplay and impressive looking graphics, 
it could push Ubi Soft's outstanding Redline Racer 
(reviewed in this month's issue) to the chequered flag. 


Special Ops 


BMG's big hope for 1998 may be Three Lions, but Special 
Ops is looking like it could be one of its stronger titles of 
the year. Modelled on a similar game design to Electronic 
Arts' Seal Team, the game puts the player in charge of a 
squad of elite troops which they must lead through a 
series of increasingly difficult combat missions. It's not 
due until the end of summer and is still at an early stage 
of development, but it's showing potential. 



Wing Commander movie 



here used to be a time when Hollywood had a powerful influence over the 
1 video games industry, with software companies each vying to secure the 
licenses to the interactive versions of the big blockbusting movies. Although this 
practice still goes on, it seems that the roles have reversed and Hollywood is now 
more influenced by the goings on of the big software companies. Already we have 
seen Mortal Kombat and Street Fighter ported over on to celluloid and, as we have 
already announced, a Duke Nukem movie now seems likely. Electronic Arts' Wing 
Commander \s also being turned in to a movie and is slated to hit cinema screens 
later this year. Casting on the film is now complete (with no place for Mark Hamill) 
and shooting has begun in Luxembourg. Although there's no big Hollywood name 
starring in the film, it has a budget of $27 million and promises to be a visual FX 
extravaganza. Based on the characters and storyline of the successful game series, 
the film should prove popular with game fans, but for it to be a commercial success 
it will have to reach a much wider audience. ■ 



Tomb Raider Bold 


idos have announced that a new Lara Croft adventure will be released 
1 later this spring, but as of yet it's only been confirmed for the 
States. Before you get carried away, this new game will essentially be the 
original Tomb Raider game, but with four all new, never-before-seen levels. 
Titled Tomb Raider Gold, these four new levels will form two new 
adventures called Unfinished Business and The Shadow of the 
Cat. Unfinished Business will see Lara returning to Atlantis, 
whilst Shadow of the Cat sees Lara in Khamoon once more. 

All four levels have been designed with the veteran Tomb 
Raider player in mind and are claimed to be the toughest yet seen 
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NEWS 


Team Apache 


Mindscape have secured the rights to this highly 
promising helicopter combat sim from Simis. Although 
we hope to have a full preview for you soon, we can 
already tell you that this is one of the best looking 
games of the genre we have seen. What's more, its 
gameplay has been engineered to be more arcadey. 
Rather than long complicated missions with waypoints 
and the like, players start in the thick of the action. 


Mechcomniander 


Titanic back in charts 


Titanic: Adventure Out of Time, which was first released 
over a year ago, has jumped back into the charts on 
the back of the success of the smash-hit Hollywood 
film. Although not based on the movie, the game's 
success comes as a result of the current fad for 
anything based loosely on the Titanic tragedy. The 
game, a point and click adventure, casts players as a 
spy with a mystery to solve. 


TA expansinn pack far Aprii 


Following in the footsteps of Activision and its Dark Reign 
expansion pack (see this month's budget reviews section for 
a review) GT Interactive have confirmed that an expansion 
pack for Total Annihilation will be made available from 
April. Titled The Core Contingency, it will give the game a 
combined total of 225 different units, 75 unique missions 
and 65 multiplayer maps. We haven't found out the retail 
price yet, but expect it to be around £20. 


What’s New for ‘98? 



ou've controlled Mechs on the battlefield, but can you lead them? That's 
I the question which Microprose's Mechcommander will be asking players 
when it is released later this year. For the first time in the Mech series, players 
won't be sitting inside one of the gigantic robots, rather they'll be casting an eye 
over the whole battlefield marshalling dozens of different units around. 

Set within a real-time 3D environment, with line-of-sight and fog-of-war, 
players will be challenged to complete several objectives during each battle. As 
well as commanding troops on the battlefield, players will have to manage 
resources, research and build new units and power-up their Mechs as they 
attempt to outwit, outmanoeuvre and outgun the enemy. 

Mechcommander marks a radical change in direction for the Mech series with 
much more strategic-led gameplay. ■ 



, fallout with 
Black Isle Studios 



n nterplay have announced that US Developers, Black Isle Studios, who 
have already developed a number of role-playing games for the 
company, are already working on a sequel to the acclaimed Fallout (reviewed 
later in this issue). Set in the same post-apocalyptic world as the first game 
(only fifty years down the line) the game pits players as a lone survivor who 
must roam the wastelands of Northern California looking for food, weapons and 
other survivors. As with the original game, there'll be lots of different 
characters for players to interact with and fight and huge environments for 
them to explore. Aside from a new plot. Fallout 2 will also feature new 
characters, weapons and objectives, an improved combat AI and better control 
interface. All of which should be ready for an October release. ■ 



Douglas Adams' first foray in to 
the interactive game market is 
finally near completion and we 
expect to have a full review for 
you next month. If the game can 
live up to the same hilarious 
standards of his books, then it 
promises to be one hell of an 
adventure game. A book based on 
the game (which has been 
penned by ex-Python Terry Jones 
due to Douglas Adam's full-time 
employment on the game's 
production), will be released 
later this year. 




Vast environments will be a feature of the game 



iverpool-based Psygnosis has announced a tantalising line-up of titles 
I for release throughout 1998. Covering every genre, from racing 
through to strategy, Psygnosis are confident these forthcoming titles can lead 
them to their most successful year yet. Newman Haas Racing leads the way for 
the company, with a release due in the autumn. On the strategy front. Sentinel 
Returns is due in June (as reported on in the last issue) whilst Global 
Domination, with its all-new 3D engine and full motion video action sequences, 
will be available around Christmas. 

A first for Psygnosis this year will be a combat flight simulation called Wings 
of Destiny. Set in the Second World War, it has been billed as the most realistic 
flight simulator to date. Players will be able to fly for either the Axis or Allies 
in planes like the Spitfire and ME 262. Also set during World War II is the 
company's new tank sim. Panzer Elite. 

For sports fans, Adidas Power Soccer '98 should be available in time for the 
World Cup finals in France. Following this, the promising PFA Soccer Manager is 
set to be released for the kick off of the 1998 football season. For those who 
like a bit more action in their games. Salvation promises to deliver all they 
could want. ■ 





Populous takes its time 




n 

■ I H ullfrog have announced that the hotly anticipated Populous: The Third 
HummI Coming will not now be ready for release until the autumn. Originally 
due before last Christmas, the game has been delayed again as Bullfrog are 
keen to ensure that the game is up to their own standards of excellence. 

Flaving lost the creative influence of 
Peter Molyneux, the company is 
particularly keen on proving that it 
can still come up with top rated 
games. Confidence in the title is still 
running high at Bullfrog, with 
spokesman David Wilson 
commenting, "Bullfrog is not 
renowned for hitting release dates, 
but the titles are always worth the 
wait. Although the game is a sequel, 
it has been eight years since the last 
one and is totally original." ■ 


Despite the delays, Papulous should be worth the wait! 
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Virgin extend White Labei 

Virgin have extended their White Label budget range 
with Broken Sword, Screamer 2, Toon Struck and After 
Life all getting the £9.99 treatment. These new 
releases will add to the continued success of the 
company's celebrated budget series. Although there's 
no news on which titles gamers can expect to see on 
the White Label banner next, they can rest assured 
there will be some soon. 


Virtual Lula 

Keen to build on the success of Lula - The Sexy 
Empire, Take 2 Interactive have announced the 
forthcoming release of Virtual Lula. Sort of like a 
cyberpet, the virtual Lula will sit on gamer's desktops 
and they will have to play with her and feed her to 
keep her happy. Or at least we think that's what it will 
all be about! We should know soon enough with it due 
for release this month. 


Codemasters reduce prices 

Warwickshire company Codemasters have recently 
announced the launch of their Classic range that will 
go onto the shelves at £12.99. The first two games on 
the label will be Pete Sampras Tennis and Jonah Lomu 
Rugby, they aim to ship them at the start of May. Both 
games were released last year and were helped along 
by the big names supporting them. Both games provide 
great arcade action in their respective sports. 




“W 


Wow, What a radical re-design, we were qoite 
looking forward to the SU version coining not 
hot i suppose if it hinders gameplay then so he it 


Sim Cih 3000 
overhauled 


Lot has been said about Sim City 3000 over the Last 
few months, but since the game was first unveiLed a Lot of new 
changes have been made to the game. As a resuLt, the game, as it 
stands now, is a compLeteLy different one to that which was first 
expected. OriginaLLy, 3D navigation was to be one of the Leading 
features of the game, but this has now been removed from the 
game's make-up. Instead, Maxis have concentrated their efforts 
more on the gamepLay as they Look to bring the series into the 
new miLLennium with the first Sim City game for over four years. 

Just about every aspect of the Last Sim City game has 
been overhauLed for this new version. PLayers wiLL have a 
wider number of roLes to pLay as they Look to buiLd a 
thriving metropoLis. They wiLL aLso be abLe to deveLop areas 
four times that in Sim City 
2000 and wiLL have a 
greater number of buiLdings 
to choose from. This 
extensive range of buiLdings 
wiLL be compLimented by a 
speciaL Web site where 
pLayers wiLL be abLe to 
downLoad new ones. ■ 


loo Sloroi lake on 
Unreal Engine 


on Storm gave a massive endorsement to Epic's Unreal 
I engine when they Licensed it for their roLe-pLaying 
espionage game. Shooter (working titLe). Having aLready Licensed 
the Quake II engine for Daikatana and 
Anachronox, Ion Storm have given a 
cLear indication to the gaming worLd 
that they see the Unreal engine as a 
significant improvement over that of 
Quake II. Id Software are not a 


Ulliin@te Race Pro 


PuDlisher: Microprose 


eviewed Last month, this fuLL-on racing game is weLL worth its mere twenty quid. The cars are fast 
___J and stick to the road reaLLy badLy, and that means powersLides! Optimised for 3D cards it J 

provides a peddLe to the metaL ride through a good range of tracks, incLuding city streets, canyons and 
dirt tracks. The Lighting effects aLso stand out, giving the game a reaLism not often seen in other 
racing games, and the varying weather conditions through some of the tracks add an extra 
chaLLenge. This game offers the best vaLue for money this side of the Christmas cLearouts. ■ 


Flight Uelimited 


Pumisher: Eidos 


I n complete competition to Microsoft's Flight Simulator, the sequel to Eidos' Flight Unlimited is reaLLy one to 

■ look out for if you are an aircraft fanatic. Even though the map is relatively small in comparison to other 

flight sims (only covering the Bay Area, San Francisco) the terrain is much more detailed for it. Vegetation Looks 3D 
and the Golden Gate Bridge is in fine shape. The game gives you a nice selection of aircraft - the p-51D Mustang is 






especially fruity! This game does give a good sense of flying, and with the spectacular cockpit detail it reaLLy is 



rather enjoyable to be up in the air!. I 


Warbreeds 


Publisher: Red Orb 




ere is another one for the bargain bin - not because it's poor, in fact quite the opposite. Warbreeds offers full on 
C&C action at a very respectable £19.99. The breeding element is condensed into gene collection as a means of 
developing your own style of units, customising their weapons and making the ultimate fighting machine. Colourful graphics 
and weird sounds combine to create a very alternative gaming experience paralleled only by Tone Rebellion. The fighting too 
is intense enough to match up to Myth's level of gore, but in this game you have to take some of your troops around the 
place to clear up the mess. A great real-time strategy title with a different slant on things. ■ 
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NEWS 


Emperor’S new clothes 

NMS Software and Sega have announced their joint 
effort with a new game called Emperor. NMS are best 
known for the classic Tilt!, Risk and Battleship games. 
Sega on the other hand are more used to creating 
arcade racers so we don't know their exact involvement 
but we can hazard a guess. By all accounts the game will be 
of the real-time strategy type and will offer unique 
resource, development and combat features. 


Baseball hits the PC 

EA Sports are set to release a new baseball game called 
Triple Play 99 sometime in April. The game will boast 
all the action from the sport with home runs, diving 
catches and plenty of messing about in the dirt. 
Electronic Arts have secured the license to let you play 
in the major leagues surrounded by all thirty of the 
major league stadiums. You also get all the players and 
teams in the major leagues. 


Control Yoor anger 

Rage software, the developers currently hard at work on 
their new title Incoming have chosen Gem to handle 
distribution of their games. Other companies that were in 
the running the for the deal include Kock Media, the 
company that has bought many a multimedia title in the 
past but obviously didn't cut the mustard. Rage's Incoming 
is due out in April and is set to do wonders for the 3D 
action war game genre. Check page 38 for a preview. 


Tonic Trouble 


n ue out in October is Ubi Soft's Tonic 

Trouble, a 3D adventure aimed at younger 
gamers. It features a character called Ed, a friendly 
alien who has accidentally dropped a mysterious can 
of magical stuff while flying past the Earth. The 
contents of the can transforms the planet into a 
weird and wacky place complete with killer 
vegetables, CD-worshippers and upside down 
pyramids, and Ed must try to correct his blunder and 
retrieve the can before it is too late. In order to do 
this you must steer him around a complex 3D world 
reminiscent of Super Mario World on the Nintendo 64 
console. Ed himself bears a distinct likeness to a 
previous Ubi Soft character, the popular Rayman. The 
gameplay is varied, with levels involving sledding 
down a snowslope, jumping on Mario-style platforms, 
climbing, swimming, and flying through fifteen 


diverse and richly detailed worlds. Along the way 
you meet over sixty different characters, both 
friends and foes, including the Doc, an eccentric 
scientist and inventor who helps Ed to defeat Grogh 
the Hellish (good name!) before he can, of course, 
take over the world. It all looks like good fun, and 
not just for kids either. ■ 







Might and Magic VI 



or all you old Dungeons & Dragons fans still 
I mourning the collapse of TSR, don't jump off 
Beachy Head just yet. Ubi Soft are about to release the 
sixth instalment of their twelve-year-old Sword and 
Sorcery series Might and Magic. Since 1986, more than 
three and a half million people have bought games 
from this series, making it one of the most popular in 
its genre. The latest instalment features a host of new 
features, such as smooth scrolling real-time 
environments, multiple plots and storylines, and fully 
non-linear gameplay. You are completely free to 
explore the world on your own, acting as you see fit 
and interacting with over three hundred non-player 
characters. Character generation is done on a skill 
points system for full flexibility. The combat system 
has real-time or turn-based options to cater for all 



tastes, and the magic system has ninety-nine spells in 
nine different schools. I guess nine must be a magic 
number or something! 

Those who have played other games in the series 
will be pleased to know that the new adventure is still 
set in the Kingdom of Enroth, so the surroundings 
should be familiar. The game is due for release in 
April, and I for one can't wait to see it. ■ 


Requiem 

n equiem is a sophisticated variation on the 
theme of the first-person shoot-'em-up. 
The Earth has been taken over by the Fallen, who 
are a group of rebellious angels who have been 
kicked out of Heaven. You play a good angel, one 
of the Chosen. Over a series of complex missions, 
you have to gather intelligence and combat the 
agents of evil in order to save the world. Nothing 
like a plot with big ideas, eh? 

The game boasts some highly intelligent 
NPCs, most of whom are far more than the usual 
fodder found in Quake and its mates. Characters 
will react differently towards you depending on 
how you approach them, and are capable of 
running, jumping and climbing out of trouble, 
as well as utilising complex tactics to defeat 
you. For example, one enemy might keep you 
pinned down with gunfire while others sneak up 



on your position. There are other unique 
features to the in-game characters, all designed 
to enhance the feeling of being inside a 
realistic and complex world. The player's 
perspective changes from first-person to third- 
person as needed, depending on what you are 
trying to do. Requiem is expected to be on the 
shelves in the spring, and we will bring you a 
preview as soon as we can. ■ 
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rntMumme, 

‘...two wheel high speed racing action at Its very best’ ^ 

‘...the most convincing arcade-like experience so far* cdge 




Your eyeballs spin, your sinews ache. The last 
contact you had with your stomach was 15 
laps ago. Arcade quality motorcycle racing is 
about to hit the PC. It’s a near death experience. 


Ubi Soft Entertainment Ltd., Vantage House, 1 Weir Road, Wimbledon, London SW19 8UX. ©1998. Ubi Soft Entertainment/Criterion Studios. All rights reserved. Criterion Studios is a division of Criterion Software Ltd., a Canon Company, 
r.ritprinn ?:tiiriinc and Critprinn .'^nftwarp arn tradnmarks nf Canon Inn. Rfidlinfi Raner is a trademark of Criterion Software Ltd. and Accolade Inc., used under licence bv Criterion Software Ltd. *While stocks last. 
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Take to the air 

One of Eidos' first associated company has now flown 
the coupe. Simis, best known for their flight 
simulations such as Flying Nightmares have dedded to 
go it alone. The company has been bought out by co¬ 
founders Ian Baverstock and Jonathan Newth. it looks 
like the company will continue to create flight sims 
but their are no firm plans as to what the games will 
be called. We shall keep you informed. 


Two wheel raciog 

Bike radng seems to be a bit of a popular genre at the 
moment, what with Redline Racer soon out, Castrol Honda 
Superbike on its way we now here of another competitor: 
Virgin's Superbikes. With the backing of an offidal license, 
twelve tracks and a huge number of bikes to choose from 
this game should prove to be a real stunner. All the bikes 
have been designed using data from the manufacturers like 
Ducati and Suzuki, so you know you are on for a winner. 


Kevin Hodges’ Foothall 

Despite the sheer number of football management games 
in the offing, TUFC's Kevin Hodges' Footballing Masterclass 
(KHFM) appears to be in a league of its own. Named after 
the famous Torquay United midfield maestro, KHFM allows 
players to take over the unbeatable West Country club and 
challenges them to emulate his outstanding achievements. 
Starting with a small squad of YTS lads, playei^ must lead 
the club to promotion glory on a shoestring budget. 


pnMilip cnnii 



Ml Tank Platoon II 

From the makers of the critically 
acclaimed Ml Tank Platoon comes 
an even more realistic simulation 
of ground warfare. The original 
game was released way back in 
1989 and centred around the use 
of the MlAl Abrams Main Battle 
Tank. This relatively new tank saw 
action in the Gulf War and has 
become one of the most powerful 
tanks in the world today. The 
sequel (due out soon) allows 
players to enter a war torn 
environment and puts then in 
control of both tank and platoon. 

To make the game as realistic 
and modern as possible. 
Microprose have produced it so 
you can't just go around blasting 
hell out of everything and 
anything. If you do so you may be 
court marshalled for allowing 
unacceptable losses! We are all 
anticipating the release of what 
looks to be a big hit. Check next 
issue for a full review. 
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Ultimate ABC: 70,896 



gain we would like to thank 
all our readers for their 
continuing support for Ultimate PC. 
This month we received some very 
good news, we were recently told 
our official ABCs and it has been 
confirmed that we have maintained 
our standing as the UK's best selling 
PC games magazine. 

Our official ABC (average number of 
copies sold per month) now stands at 
70,896, ahead of our nearest rival. We 
are all very pleased with the 


magazine's success and hope it will go 
from strength to strength over the next 
few months. We are also planning a 
special anniversary issue, there is no 
stopping us now! 

In our ongoing quest to be the best 
we have also released our first issue of 
the American version of UPC, and we 
hope it will prove to be as popular 
over the other side of the pond as it 
has been over here. Finally we say 
goodbye to one of our writers this 
month, Graham Barbe. We wish him all 
the best for the future. ■ 



Lord of the flies 

FI 

H ierra Online are getting ready to release SWAT 2. 
^LUI Daryl F. Gates' new Police Quest game takes 
players to the heart of Los Angeles as either the leader of a 
terrorist group or a SWAT officer, depending on which side 
of the bed you got out that morning! The game will be 
sectioned into thirty gruelling missions - fifteen for the 
terrorists and fifteen for the SWAT side. Players must 
organise a selection of units into something representing 
an efficient team, making full use of the L.A.P.D. helicopter 
and the SWAT tank. Apparently the game will be based on 
true SWAT tactics and events to make the game as realistic 
as possible. The AI has also been tweaked for the sequel 
giving each side more scope for tactics. For example, the 
terrorists will do anything to get what they want and 
hostages may crumble from shock and jump out of 
windows. (Perhaps!) 

Aside from the inherent danger of the job there are also 
pressures from above, such as monetary restrictions and 
public relations, which may mean your unit gets 
decommissioned - you will be fully debriefed after each 
mission so you will know either way sooner or later. With 
the game also having full multiplayer support there should 
be a good number of people wishing to sign up already. ■ 



















it's the ONLY Thing! 



Break the speed limit! We dare you! With its three processors running in parallel, 3D Blaster ” Voodoo^ delivers an 
awesome fill rate which leaves others standing. For performance, image quality and 3D gameplay, it's the fastest card 
on the planet. And if one Voodoo^ isn't enough, you can install two and double your performance! 3D Blaster Voodoo^ 
is the only 3D games accelerator hot enough to carry the official 3Dfx ” Interactive Voodoo^ name. 
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original game so we can expect great things 


this time around. 


Cyberstorm 2 puts players in control of forces 


as they explore and claim the planets of a new 


solar system. Each force has its own different 
characteristics and strong points. They work for any 
one of the eight huge corporations that have taken 
over the entire economic sphere of this future era. 


f the three games that Dynamix are 
currently working on, Cyberstorm 2 is 


the most complex. Following on from the 


original game, this sequel aims to give the 


In a similar manner to Warbreects players 


real-time strategy genre a kick in the 
proverbial balls. The game will give players the 
opportunity of playing in both real-time or 
turn-based environments. This mix of the two 
styles will give Cyberstorm 2 an advantage over 
most of the games in either genre’s, making 
use of longer time periods for research and 
development whilst adding all the action of 
the real-time arena. Many improvements 


will be able to spend time working on their 
units, altering their specifications to suit their 
particular requirements that may change during 
the game. The game also swings in different 
ways depending on which planet the player 
decides to develop. The vehicle facility lets the 
player choose from 25 HERE chassis and up to 
170 different weapons systems. 

All the units of war are manned by Bioderms 


(non-human pilots) that can been trained for 


specific tasks during the game. The way they 


are trained will affect their temperament, skill 


and discipline. 'You can even apply drugs to the 
Bioderms during battle to keep them going for a 
while longer! 


Players receive credits from their corporation 


to help with the fight which should prove more 


than useful. Credits are not dished out after 
each mission but players will be awarded more 


The maps for Cyberstorm 2 are oot 
quite good eoough at the moment. 


credits when the corporation sees fit. 


This will be a game for engineers - those 


people that love the idea of personalised 


vehicles and creating the ultimate warrior. 


Look forward to the revolution. ■ 
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ACES: X-FIGHTERS 

] 

n sing an updated Red Baron engine, 
Dynamix are currently working on a 
World War II flight simulator. This is like no 
other flight sim around at the moment 
” because it features planes that only a 
\ few people will recognise, the secret 
weapons that were being 
designed at the end of 
the war and 


3 




-i;.: 




his is not just a game,_ Dynamix are 
building a universe. Not unlike the 
Star Wars empire, they plan to release models 
and a board game to coincide with the release 
of Earth Siege 3. After the previous - some 
might say - average Earth Siege games, 

Dynamix have pulled out all the stops with the 
new title and it could well be third time lucky. 
The ideas were always there, but for some 
reason the Mechwarrior series always seemed to 
overshadow those earlier games. Now things are 
different; a whole new engine that makes the 
most of the advances in technology has been 
put at the centre of the game, enabling full 
3DFX support and huge online gaming 
capabilities. In fact, depending on the server, 
the game will be able to cope with unlimited 
: numbers of players at any one time. We shall 
have to see it to believe it, but from they way 
they have created the game it just might work. 

One of the areas where the earlier games 
fell short was the background story - there 
wasn't really one! In a severely overdoing it 
type manner, we received from them what 
appeared to be a hard copy version of the 
Bible for us to wade through. So consider that 
rectified. The missions help elaborate on the 
story as players get to travel oh mining 
expeditions, guard convoys or defend key 
territories, all toiaid the common cause. 


some that never even left the hanger. You will 
all recognise planes such as the Spitfire, Me 
109, Mustang and the like, but what about the 
Me 263 or XP-77? These were often merely 
conceptual aircraft and were known as the 'xt 
planes' They were radical in design and were 
the prototypes of what would later turn intO' 
the modern day jet planes - it was these 
planes that helped to secure allied victory. 

All the action takes place over the skies of 
the Western Front but not all of it is in the air. 
Players get to alter the planes incorporating 
the tools for the development of their own 
aircraft. They will then have the chance to try 
out their ideas in combat. 

The design tool lets players choose 
engines, air-frames, weapons and wings from 
the period to create new planes from the 
ground up. The game has around twenty 
designs for players to fly giving a wide scope 
when it comes to designing their own craft. 

There a few modes of play including 
Multiplayer, where pilots can use their own 
designs and fight against dozens of other x- 
planes over LAN - modem or network - and 
the Internet. There will also be a good 
number of campaigns for players to work 
through. They will be able to join squadrons 
and collect kill markers and later be able to 
influence the design of the future planes, 
but only if they rise through the ranks first 
and gain some respect. 

Aces: X-Fighters is not scheduled for release 
until the end of the year - no doubt Dynami!><" 
are still locked away, designing in secret, 

■ i I ^ 
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Players will be able ta select 
their squadron from a wide 
selection of aviation aces 




M ■ 


As a Mech, or as they promote it HERC based _' 

game you can pretty much antidpate what the | 
game will be about. It is the attention to detail 
with the physics in the engine and the 
landscapes/explosion effects that should give 
the game an exciting environment. The 
battles take place over several planets, 
each with very different weather 
characteristics. Players aren't just 
restricted to piloting FIERCS around 
these barren areas though, they will also be 
able to hop into tanks and hovercrafts which 
should give the game more of a Battlezone feel 
than the expected Mechwarrior clone effect. In 
fact they see the game as a 'Squad Level Futuristic 
Combat Game' - we'll take their word for it! 

Dynamix aim to ship the game in the 
spring, but if you can't wait until then, try 
checking out the demo on their Web site: 
www.sierra.com/titles/es3/site. ■ 
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wnh BaWtsm takini an early lead and Uprising fnllnwed by drawer EmmnU coming up fast 
on the ieside, Mlcresort have Joined Uie race with VrAae Assauit. 



Publisher: Microsoft 
Developer: Terratools 
Release: Summer 98 
Web site: www.microsott.com 
Players: 1-4 





Urban Assault otters you a varied 
selection of combat vehicles 




s if to confirm our contention 
that a new gaming genre has 
arrived. Urban Assault from Microsoft is 
the fourth new first-person strategy 
game we have seen in recent months, 
and is due for release in the summer. A 
pre-release version of the game was on 
show, along with lots of Other goodies 
at Microsoft's annual show 'Gamestock 
98', and Ultimate PC was there to take a 
look at it. From what we saw> this 
European developed game could become 
the leader of the pack by the summer. 


History in the making 

Urban Assault is being developed for 
Microsoft by Terratools Computer 
Graphics Solutions, based in the historic 
town of Potsdam in the heart of 
Germany. This is an interesting place to 
write a computer game about a future 
war in Europe, as the famous Potsdam 
Alliance which marked the end of World 
War Two was signed outside the very 
building which is now Terratools' HQ. 

Urban Assault is set in Europe, in a 
bleak and war-torn future. The highly 
detailed texture-mapped landscape 
offers plenty of opportunities to deploy 
your forces to a tactical advantage, and 
more than a hundred destructible and 
deformable buildings add to the realistic 
battlefield environment. The game also 
features translucent explosions and 
atmospheric lighting effects. 

Urban Assault is planned to be fully 
compatible with all the major 3D 



Sc^iadrori Manag-: 


accelerator cards, but the quality of the 
graphics programming is so high that 
some people who saw it reckoned that it 
looked better without the card! 

Best of both worlds 

The new genre of first-person strategy 
games borrows the best elements from 
the Command & Conquer type of real¬ 
time strategy game, where you must 


build and command the units in your 
army, and combines them with the 
adrenaline-pumping excitement of first- 
person immersive games such as Doom 
or Quake, where you are personally in 
the thick of the action. 

In the case of Urban Assault, the 
premise is that you are cybernetically 
connected to a sort of giant matter 
synthesiser capable of instantly creating 
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buildings such as power plants and 
research labs, and develop new technical 
advances as you go along allowing you 
to upgrade your vehicles and keep ahead 
of your enemy. The AI controlling the 
enemy troops is very advanced and will 
give even the most experienced 
strategists a run for their money. 

Time and time again 

For enhanced durability and long term 
playability, the overall game structure 
is based on a non-linear level tree 
similar to games like Colony Wars. This 
means that failing one mid-game 
mission does not mean you have lost 
the entire game, you just arrive at a 
different ending than you would have 
done had you won. This method means 
that each time you play the game it 
will be likely to follow a completely 
different path, so you can come back 
to it time after time and still get as 
much enjoyment out of it as the first 
time you played it. You will be 
guaranteed to get your money's worth 
out of Urban Assault. ■ 


The dark and gritty feel of the 
game is hard to descrihe, hut 
these pictures will tell the story 


jeeps as spotters, and another group 
consisting of a wing of bombers and a 
fighter escort, and command them in 
separate areas of the battlefield. 

The other main feature of the game 
interface is an overhead transparent map 
which can be overlaid on the battlefield 
or as a head-up display when personally 
piloting a specific vehicle. This map 


action in Urban Assault is fast and 
hectic, and a lot more intense than 
either Battlezone or Uprising. It is very 
much a combat game, and the emphasis 
is on head to head fighting rather than 
the more usual exercises in resource 
management found in other games. There 
is still a certain amount of thinking to 
be done though. You have to create 


If the vehicle ynu are cnutrnlling 
is destrnyed, ynu are nut killed 


large numbers of combat vehicles out of 
raw energy. You can deploy these units 
instantly on the battlefield and can then 
shift your personality into one of these 
vehicles and fight in the front line. The 
advantage with this is that if the vehicle 
you are controlling is destroyed, you are 
not killed. You merely move on to 
another vehicle. 

Choose your weapon 

There are fifteen types of combat 
vehicles to choose from, including tanks, 
fighter planes, bombers, jeeps, attack 
helicopters and satellites. The game 
interface includes a squadron manager 
which allows you to build up combat 
units consisting of several different kinds 
of vehicle, then deploy them quickly and 
easily. You could, for example, build a 
squad of half a dozen tanks with some 
helicopters for air cover and a couple of 


displays the positions of all friendly and 
hostile units, giving total control over 
the disposition of your troops. 

Fight for your life 

This efficient simplified control 
interface allows you to become fully 
immersed in the action without losing 
control of the overall strategic 
situation, which is just as well. The 


See that big glowing blue thing? That’s you that is. In Urban Assault, you exist as a cybernetic intelligence housed in an armoured shelter from which you can command the entire battlefield 
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The flrst-persen shooter geore is sooo to take eft agaie with two hig games oe the wag. 
Halt-IUe iooks to he a staoeer, hot ActMsioe’s Sin is also tipped to he a blast. 

We visited Califoraia ta see how it’s comieg aloog... 




y the time Sin finally arrives, 
shoot-'em-up fans will no doubt 
have already played Quake II to death and 
will be looking for something else to 
satisfy their 'roam around and blast 
everything in sight' needs. Fortunately for 
them the company who brought them 
Quake II, Activision, are also the folk 
behind Sin. However, this time it's not id 
Software who are developing the game. A 
fresh new company called Ritual 
Entertainment have put together Sin and 
it looks to be a corker. Id are 
involved to an extent 

though as Ritual have 
grabbed the Quake 
engine and are 





spicing it up for something a little more 
refreshing. Sin is expected to be a lot 
more in-depth than Quake, and from my 
visit to Activision recently this looks to 
be the case. 

Set in the year 2097, users take on 
the roll of hard nut Blade - Col. John R. 
Blade to be precise. He's a member of an 
elite strike team named Hardcorps who 
have been brought in to wipe the US 
streets of the usual scum, and, more 
importantly, a new biochemist crimelord 
called Elexis Sinclair. She has developed a 
powerful new drug called Dyforsanide 
which transforms ordinary, friendly, 
everyday people into mutants. As you can 
imagine, in their thousands these can 
prove a bit of a handful to cope with. 
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As weLL as enjoying a giant penis 
statue in her bedroom (yes), Elexis' 
primary desire is to take over the world. 
Naturally you would prefer her to get 
kicks from the enormous penis rather 
than take over the planet but, of 
course, it's not all that simple! 

Players will need to battle through 
six different worlds in order to defeat 
destructive Elexis and stop the 
distribution of the drug. However, it's 
not just a case of finding buttons to 
open doors and tiling the floors with 
enemy remains. Different weapons 
enable you to move on through 
settings and wrong moves in earlier 
levels can hinder the advancement in 
other areas. For example, if you 
accidentally cause water to flood 
somewhere, when you advance on you 
could find that you are swimming 
instead of walking. It's all very 
detailed and careful gameplay will 
surely be necessary to master Sin. 

End of level bosses also look to be 
pretty tough. From ones with bats flying 
out of their backs to others with 
massive claws and generally rather ugly 
bodily features, players are required to 
take extra care when confronting these 
nasty beings. 

Help is at hand 

One thing which did get me excited 
when I visited the Activision offices in 
Santa Monica (no, not the red chilli at 
lunch, thanks guys!) were the huge 
array of weapons on offer. Around 20 
will be seen in the full game, including 
a Sniper Rifle (enabling your character 
to pick off the enemy from a distance), 
mini-robot launchers and remote control 
detonation devices! 

Like games such as 007 on the 
Nintendo 64, you are also able to shoot 
the enemy in different parts of the body 
to receive various reactions. So, as you 
can imagine, a lot of work has gone 



DEVASTATING 

DRUGS 


The storyline of Sin 
revolves around a drug 
called Oyforsanide, which 
is known on the streets m 
U4. It has been aroutti 
for somo^loHt; but ht 
more recent tnrnA its 
effect has proved a littte 
more bizarre than noriiiai. 
Now the Hardcorps, lead 
by the main game 
character Blade, are 
needed to track down the 
source of U4 and 
eliminate it. The local Uw 
enforcements can no 
longer handle the violent 
streets which are riddled 
with mutants, so Blade 
and his squad have been 



pushed in to wipe out the 
bad guys and discover 
what's going it turns 
out that the distributor is 
called Elexis Sinclair, a 
strange vixen who wiH 
stop at nothing to gain 
power of the world. Track 
her down, or else! 


into making the artificial intelligence as 
noticeable as possible. 

Making the game even more fun are 
a number of vehicles which can be 
driven. So, if you feel that you would 
be safer travelling around a level in a 
forklift truck or a jeep rather than on 
your feet, these are available to hop in, 
furthering the security and power of 
your character. 

Blade also gets himself a trusty 
sidekick who will relay information 
including tactical details, warnings, and 
hacks to security systems back to him. 
The helper will also be on hand to assist 
with firing at the enemy, which will no 
doubt prove useful for those slightly 
more aggressive attacks. 

Rich graphics (including masked and 
translucent textures) and some pretty 
special effects will also help to bring in 
gamers. From what I saw of the beta 
version, everything is coming along nicely. 


With the success of online gaming 
over the past year Ritual have also 
rightly implemented a series of special 
multiplayer levels which will no doubt 
attract some aggressive Internet play. 
This is no doubt a great move which 
will appeal to those with access to 
modems and Local Area Networks. 


So, do you still think Sin is going to 
be just like Quake IP. Think again pal! ■ 




It may look quite similar to the hit Quake tl, hut Sin is set to he a lot more in-depth 
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Cup lever stirts to irip the natiee, we take a luak at BMG’s English EA 
three l/eos and tied eut it it’s werthy el the laeieus badge. 



Publisher: BMG Interactive 
Developer: Z-Axis 
Release: May 

Web site: www.bmginteraGtive.com 
Players: 1-4 






ith FIFA World Cup due out 
I before the start of this year's 
tournament and Actua Soccer 2 stiLl doing 
the rounds, BMG will face some stiff 
competition when Three Lions is released 
later this year. As if going up against those 
two wasn't bad enough, Eidos have World 
League Soccer in the pipeline, Psygnosis are 
confident about Adidas Power Soccer 2 and 
Virgin are keen to build their own brand 
name with the release of Viva Soccer. What 
of BMG's Three Lions though? Well, so far 
we've seen very little of the PC version 
(which is currently running a few weeks 
behind the PlayStation version), but it 
already seems likely to push the big two, 
Actua Soccer 2 and FIFA World Cup, all the 
way to the final. 

The main driving force behind the 
development of Three Lions has been to 
devise a game that recreates the passion 
and excitement of football within a style of 
gameplay that is as close to the real thing 
as possible. Hence, the game promises such 
features as one touch passing, one-twos, 
through balls, chips and just about every 
move you'd expect to see on a football 
field. The game also sports a new method 
of shooting. As soon as players attempt a 
shot, a small target appears near the goal 
which they can then move to where they 
want the ball to go. If this sounds like it 
might make scoring easy, then believe us it 
doesn't. It all happens in an instant (and 
doesn't slow the game down at all) so 
players have to be exceptionally sharp if 
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they want to hit the corners of the goal. As 
well as all this. Three Lions also boasts a 
unique tactical system which allows players 
to change their team strategy without 
interrupting the flow of the game. 

Although not officially endorsed by 
FIFA, Three Lions will feature a 
tournament mode based on the World 
Cup. All the teams that will be in France 
this summer will be available to play as, 
or against, with each team fielding real 
players. Z-Axis have motion-captured 
professional footballers in an attempt to 
make these players look like the real 
thing. Extra features, such as rendered 
player faces and accurate heights should 
add to the look of the game. 

As well as present teams. Three Lions 
will also have famous international 
teams from yesteryear allowing players 
to pit Glenn Hoddle's England against, 
the World Cup heroes of '66, or Pole's 
dream team from the 70's. A mouth¬ 
watering prospect indeed! ■ 





As the player tries an acrobatic scissor kick, you can clearly see the shot target in the goal. This allows players to actually aim where they want the ball to go. Expect the shadows to be worked on 







































THERE ARE OTHER GOAL BASED 
GAMES TO PLAY THIS YEAR 
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A Sci-fi action feast set across 48 
Blockbuster levels of interplanetary 
armageddon. Strategic game play 
unfolds in a volatile 3-D universe of 
exploitation and alien culture. 

www.take2europe.com 



The eagerly awaited new game from Edward Kilham, 

the Co-Designer of X-Wing^'^and Tie-Fighter^'' 



© 1998 Ripcord Games. All riahts reserved. Published bv Take 2 Interactive Software Eurooe. Hooarth House. 29-31 Sheet Street. Windsor. Berkshire SL4 1BY. United Kinodom. 












Witness the return nf the grnund-hreaker. Oune II hrnught real-time tn strategy gaming, 
and in its hnnnur Westwnnd have pnlished up the old trinket and called it Dune 2000 - 

it’s the new millenniumi 



We are not kkkh'ng you with 
this one. Dune U ¥ws the first 
ever real-time strategy game 
to hit the shelves. The genre's 
popularity has escalated 
further with another of 
Westwood's games. Command 
& Conquer. But for most 
players it is Dune that they 
hold up as being the premier 
title. The storyline and 
gameplay was not that 
different to what we have 
described with Dune 2000. 
The mining of spice and the 
defence of the player's base 
were paramount, with the 
variety in gameplay coming 
from the number of enemies, 
each with different 
characteristics, along with the 
unpredictable and very deadly 
Sandworms. Even though the 
graphics now look quite 
primitive by today's 
standards, they were state of 
the art at the time! 


playing chess than commanding an 
action-packed war scenario. It was far 
more generous than its predecessors 
too, offering three factions to command 
- something that is not seen that often 
even now. 

Six years is not that long in real life, 
but in the world of gaming it seems like 
light years. Advancements in graphics 
and the speed of computers these days 
has allowed games to grow. It's good 
that Westwood have decided to do the 
Dune game justice by bringing it out of 
the cupboard and giving it a new lease 
of life. However, rather than totally 
revamping the whole idea of Dune, they 
have stuck closely to the original 
concept, choosing to retain all the 
units, buildings, etc. and just giving 
them a paint job. 

Ipiee miid 

So what's all the fuss about 
then? The original 
concept for the 
series was taken 
from Frank 
Herbert's sci-fi 
novel and the 
David Lynch film 
adaptation of the 
same name 


released in the early eighties. Dune was 
the alternative name given to the 
planet Arrakis. This planet is not just 
any old lump of rock floating in space, 
but happens to be the only source of 
nature's most precious resource, 'Spice.' 
The game is set in the year 10,191 and 
spice now makes possible interstellar 
travel, prolonged life and is naturally a 
powerful bargaining tool in trading. 
Aside from its material value, it also 
offers a spiritual use too, making it the 
most sought-after substance in the 
universe. As in the original game, 
players must take control of harvesting 
the spice on Dune. Unfortunately there 
are other groups of people (Houses) 
that are after the same goal. 

Hsuschcld spise 

Each house is totally different in 
character to the others. Atreides, for 
example are the fair and just House that 
achieve their goals through diplomacy. 
The House of Ordos is made up of a 
cartel of wealthy families and are only 
interested in their own security for the 
future. The Harkonnen are the bad guys 
that kill even their own to ascend up 
the military ladder. If this wasn't hassle 
enough. Dune itself holds many of its 
own indigenous dangers - giant 
sandworms can devour whole armies and 
the foreign merchants (CHOAM) are 
always at hand to disrupt your spice 
production just when you are doing well. 
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Dune 2000 marks the return of a genre founder 


estwood released Dune II way 
I back in 1992 and it soon 
became the benchmark for real-time 
wargaming on the PC. Before its arrival, 
all strategy games were turn-based, 
meaning lengthy game times and 
limited excitement more reminiscent of 
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important feature that 
most real-time strategy games are 
now including as standard is the ability 
to create teams of units and give them 
distinct orders. With a radar map to 
keep in touch with your troops you 
should never be out of command. 

It's difficult to know whether Dune 
2000 is really a sequel or just a re-make. 
Not that it really matters either way - at 
the end of the day it is still a new 
Dune game. Now that the genre is 
fully established with most 
software companies having an RTS 
title on their roster, it seems fit to look 
back at its origins. Even though the genre 
has now moved on, advancing into the 
first-person arena, we are sure there will 
still be room in people's hearts for Dune 
2000. After all 'The spice must flow!' 


Things appear to have changed in a 
number of ways from the original 
game. For the first time players will be 
able to go head to head over the 
Internet or LAN, so many fans will be 
glad to hear about that. As you can 
see, the graphics too have been 
greatly improved, and although the 
landscape is still only in 2D, the 
attention to detail is astonishing. The 


the Trikes, Quads, the Devastator and 
the Deviator, and of course there's still 
the Ornithopters that look like 
dragonflies. These chaps were featured 
in the original Dune game, which was 
less to do with combat and more about 
simple spice collection. 


Westwood have also made use of 
advancements in special effects such as 


. ■■ . 'r 'r ^\r' ini 

attention to detail is astonishing 


interface has been updated to make 
things more efficient during play and 
the FMV sequences are more akin to 
the likes of C&C in quality. Even 
though the units are pretty much the 
same, you're now provided with an 
engineer, so things have changed 
slightly - they do look remarkably 
original. Fans of Dune II will remember 


particle explosions, real-time lighting 
and smoke to give the game a more 
cinematic feel - partly due to them 
being inspired by the sets and 
costumes from the movie. Another nice 
feature that we haven't seen used 
much before is bookmarking maps so 
players can jump to essential areas 
with the click of a button. An 



Home from home, this artwork is signiticaotly better than that showo io the origioal game, hot that’s progress for you 
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Rev up your Jet-pack ani get ready to flglit the alien insect hnrdes in this 
exciting new 3D action game coming soon from Microsoft. 


PR[ View 


bear comparison to anything you may your own, so you are going to need a Lot 

have played before. of skill to overcome them. 


You Will have to use braios rather thao brawo 
to achieve your objectives 


is about where the similarities to any 
previous game end. The structure of the 
game is very original, and does not easily 


The missions are designed in such a 
way that a brute force approach will 
usually end in failure. Despite the 
powerful weapons at your disposal, you 
will have to use brains rather than 
brawn to achieve your objectives, 
husbanding available resources such as 
ammunition and fuel reserves, and 
trying to outmanoeuvre your enemy. 

Coming to get you 

The artificial intelligence of the alien forces 
is truly formidable, possibly the most 
advanced yet seen in a game of this type, 
and they are fully capable of performing 
such cunning tricks as falling back to 
prepare for an ambush, or hiding behind 
landscape features to attack you from the 
rear. Forget the rather dumb villains of 
Tomb Raider II and the duck-and-cover 
cannon fodder of Quake II. When playing 
Outwars you get the distinct and unnerving 
impression that the enemies are really out 
to get you, and they are damned good at 
it. The weapons available to the loathsome 
insectoids are every bit as devastating as 


FI 

oftware giants Microsoft are 

expanding their empire further 
into the world of games this year with a 
raft of new titles scheduled for release 
over the next twelve months. The first 
of these, due out in spring, is Outwars, 
a 3D combat action game. 

The setting for Outwars is a future 
interplanetary conflict against an 
implacable alien insect race, a plot 
premise not a million light-years 
removed from the film Starship 
Troopers. You play a veteran soldier 
assigned to a special new combat force 
called the Dreadnaughts, who are 
equipped with jet-propelled backpacks, 
special armoured suits and a battery of 
high-tech weapons. Your missions as 
part of this elite force will take you to 
a wide variety of different worlds, each 
with its own unique environmental 
conditions such as tropical jungles, 
arctic wilderness and variable-gravity 
hive tunnels. 



As you can see, the 3D terrain in 
Outwars is comparable in quality 
to such games as Tamb Raider II 


Think about it 

The style of the game is a third-person 
perspective (Tomb Raider type) shoot- 
'em-up, but you can move to a first- 
person perspective (Doom type) if you 
wish, or zoom out to an almost birds-eye 
view. Graphically, the game is perhaps 
closest to Last year's Cryo Interactive 
release Dreams to Reality, although that 


All that sophisticated weaponry attached tn your suit can give you some very satisfying explosinns 
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Pack it in 

The jet-pack which is your main 
method of Locomotion through the 
game environment is well thought 
out and not too difficult to handle, 
although it will take a few runs 
through the training levels to get 
used to this unusual mode of 
transport. The trickiest thing to 
accomplish is Landing on a small 
target area, since it is not possible 
to look downwards. This is a small 
but annoying flaw, but with practice 
it is possible to judge your Landings 
with some precision. Flying the jet- 
pack is more like a sort of rocket- 
assisted jumping move than true 
sustained flight. The pack has a 
limited reserve of fuel which 
regenerates quite slowly, so you can 
only make short hops before running 
out of power. This means that you 
have to plan your flights carefully to 
avoid a damaging fall. In some 
missions the jet-pack is 
supplemented by add-on glider wings 
for Longer flights. 

Teamwork 

One aspect of the game which sets it 
apart from other titles in its broad 
category is that you fight as the 
leader of a small squad of similarly 
equipped soldiers and you can 
command your troops as you see fit. 
Before each mission you can select 


the equipment, armour and weapons 
for your squad to give you the best 
tactical advantage. In battle, you can 
order team members to do such 
things as move round and attempt to 
outflank the enemy, or rely on them 
to cover your back as you attempt to 


complete the mission objectives. The 
other members of your squad have 
their own personalities and AI and 
will chat with you during the 
mission. 

The teamwork aspect of the game 


extends into its multiplayer mode as 
well, with cooperative, capture-the- 
flag and deathmatch games supported 
on either modem or Local Area 
Networks. So far, unfortunately, the 
Internet play options are only 
available through Microsoft's Internet 


Gaming Zone, which severely limits 
access from the UK. As with all 
Premium games - which includes 
most of Microsoft's own products - 
payments for playing cannot be made 
from outside the USA. Microsoft have 
assured us that they are planning to 
extend the Internet Gaming Zone to 
cover the UK, but have yet to 
announce a timetable for doing so. 



It Will take a few runs through the training 
ievels to get used to this 


Tired out after a hard day’s aiien hlasting, our hero rests before setting out on another mission 


Who and when 

Outwars is being developed for Microsoft 
by Utah-based and impressively titled 
SingleTrac Entertainment Technologies 
Inc., who specialise in PC and console 
games. It is due for US release in 
spring, and should appear in the UK 
shortly after. ■ 
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These high-resolution menu 
screens set the tone of the game; 
no nonsense and strictly military 
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Deadlock 2: 

Urieeiiran 

The way to the Ancients’ hone world is a path full of mystery and intrigue - 
you’ll need your wits and cunning to win the race for the nitimate knowledge. 



n f you have already conquered 
Gallius IV, (the aim of the first 
game!) Tm sure that you will want to 
get your teeth into the sequel to this 



good looking and enthralling turn-based 
adventure, Deadlock 2: The Shhnewars. 

The game takes place after the struggle 
for Gallius IV has been fought and won. 

The next thing that must be done is to find 
the home world of that legendary race, the 
Ancients. Unfortunately, to make your life 
even more difficult you will have to 
pinpoint the world precisely, your 
people will have to visit numerous 
untamed worlds, encountering a 
multitude of species - some helpful, 
some distinctly not so! On each planet 




there are a number of shrines that will 
have to be found and the area settled 
to gather vital clues to the whereabouts 
of the next planet in the chain that will 
eventually lead to your goal. 

Once installed the main menu offers 
the following options: New Single Player 
Game, Single Player Quick Start, Tutorial, 
Load, New/Join Multiplayer and Net 
Accolade. The main option, the single 
player game, has two selections: Shrine 
Wars campaign, or a random scenario. A 
random scenario is a great way to get 
used to the ways of the game without 
having to muck up the first couple of 
scenes of a campaign game. 

A breed apart 

The developers have really gone into 
detail with the creation of the 




An extraordinary level of detail sets Deadlack 2: Shrinewars apart from other turn-based strategy games. The alien world is depicted in all its wonderful strangeness - including the pink bits 
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different races. There are seven to 
choose from: 

The ChCh-t; a bizarre insect people 
with a very rapid growth rate of settlers 
and military units. The Cyth; strange 
looking creatures complete with 
breathing apparatus who use a 
devastating mind blast attack on their 
enemies. Because of their breeding they 
also suffer very little in the way of 
morale, which can be very helpful to the 
beginner! The Re'Lu's; command corps 
who have the ominous ability of taking 
control over their opponents, and in so 
doing will attempt to change their 
allegiance. The Tarth are probably the 
toughest of the races, physically 



distinct and specific purposes. The most 
basic building block is the City Centre - 
this is the starting unit when a new 
planet is colonised and mainly handles 
the trade and cultural needs of the 
settlement. Your people will need to live 
somewhere, so Housing will have to be 
erected on the site. They start out as 
simple dwellings, but as your knowledge 
and skills increase they can be upgraded 
right up to Luxury Housing which, as 
you can imagine, is far bigger and 
better. Another important building, (not 
that there are any non-important ones 
mind you!), is a Farm. This agricultural 
site produces food and wood, which are 
probably the two most essential 


The developers have really gone into detail with 
the creation of the different races 


speaking, with a talent to produce 
plenty of food to support their 
inevitably huge armies. The strangest of 
them all are the Uva Mosk; first off they 
have two sets of arms, one ending in a 
hand and the other a claw, and because 
of their cunning and intelligence they 
make excellent spies. And lastly the 
Humans... I don't think I need to go 
into that one! 

World domination 

To help you on your way to galactic 
superiority there are numerous buildings 
that can be built, all of which have 


resources. To produce other resources 
like iron you will need a surface mine to 
pull out the raw material and then it 
will have to be processed through a 
factory to transform it into steel. 

As well as the above, these are some 
of the more common buildings: Mantle 
Drill, Airport, Laser Defence, University, 
Military Training Centre, Art Complex, 
Fuel Depot and Flak Launcher. Of course 
all of these need to be powered from 
somewhere, and this is where a Nuclear 
Plant or a Fusion Plant come into play. 
Like all settlements, it needs people to 
work the machinery. For instance, the 





more people you have on a farm, the 
more produce it will create. The same 
can be said for any mining operations or 
research (University). 

A place to be 


FOOD FOR 
THOOEHT 


Obviously, to run all these 
buildings and units and so 
on there needs to be a 
serious system of resources. 
First of all there's plain and 
simple food ~ you run out 
of this and you'll have 
morale problems, starvation 
difficulties and military 
units will begin to disband. 
Wood is needed as a 
building material - no 
wood, no construction. 
Simple as that. Energy 
powers most of the 
buildings, especially 
factories and mines. The 
anti-matter pods are an 
advancement of fusion 
powered energy, far more 
effident and a darned sight 
cleaner. There are four 
metals available in the 
game: iron, steel, endurium 


With a plethora of colonial buildings at 
your disposal you're going to need 
somewhere to put them all, and this is 
where the planet surface comes into 
play. The surface is divided into a 
number of territories or zones of 
different terrain types, some of which 
are adequate to settle on, and some 
aren't. Each zone on the surface has 36 
slots for building on. To make it even 
easier for the player it has been set out 
on a six by six grid system. The method 
for construction couldn't be easier: click 
on the building icon, choose the item 
required, then click on the square (or 
squares) that you want the building to 
occupy, and as long as you have some 
spare people to do the construction, it 
should be up and working within a 
couple of turns. Easy as that! 

Once there is a working base, 
military units can then be produced to 
try and take over or destroy any enemy 
held zones. (Hopefully the ones with 
shrines in!) Once you have dealt with 
all the hostiles or attained the victory 
conditions for that scenario, the game 
will then move you onto the next planet 
where you have to do it all over again! 

Okay, so the idea isn't new, but the 
game holds a pile of original features, 
certainly looks the part, and should give 
many, many hours of gameplay. ■ 
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and tiiidium. The last two 
are only accessible after 
some research has been 
done but are stronger and 
harder wearing. That means 
that construction will not 
require as much of it, and 
is therefore cheaper. 
Electronic parts play a large 
part in the construction of 
high-tech weapons, and 
again are only available 
after a little research. If 
you find that morale is 
starting to be a problem, 
then it is vital that it's 
addressed as soon as 
possible. There is nothing 
worse than seeing your 
hard work crumble to dust 
before your very eyes! At 
that point it may be time 
to start thinking about 
some art objects - these 
useful things are amazing 
at cheering up the general 
populace and making them 
feel positive once more. 
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Take cDitrol it Earth’s tirst line ot deteice against the alien invaders 
in this tnrthcnming title trim Rage Snttware. 









attack helicopters, as well as fixed gun 
and missile positions, and you get to 
drive then all. 

Musical tanks 

The combat missions are divided up into 
phases, and at the end of each phase 
you change to a different vehicle. This 
might seem confusing at first, but you 
soon get used to it. One moment you 
are chasing alien hover tanks up and 




down the hills in a tank of your own, 
then no sooner are they out of the way 
than you are piloting an advanced 
attack helicopter in a dogfight with 
several alien fighter planes. At the end 
of each attack wave you get some 
reinforcements, but you still only get 
three lives. If you die three times it's 
game over. 

The action in these phases is fast and 
exciting, but as if to provide a respite 
from this, there is also a top-down view 
phase where you take overall control of all 
the units defending the base. This part of 
the game is similar to the Command & 
Conquer style of real-time strategy games, 
but without the base building that is 
usually part of that genre. You simply 
issue commands to your units to get them 
into position, then attack the enemy as 
they appear. In the preview version which 
we have seen this phase was a little bit 
flat, but I have no doubt that Rage will 


p until now Rage Software had 
been concerned solely with 
software development, and as such are 
probably best known for their sport based 
games such as Jonah Lomu Rugby and 
Sinker. Their new game. Incoming, due out 
in April, marks their first foray into the 
heady world of publishing, so naturally 
they want the game to be something fairly 
special. They probably won't be 
disappointed, and neither will you. 

Enemy known 

There is no doubt when you see 
Incoming, that the development emphasis 
has been placed fairly and squarely on 
the graphics. The sky and landscape are 
rendered in exquisite detail, reminiscent 
of, and possibly superior to Activision's 
outstanding Battlezone or Ubi Soft's 
Uprising. The idea is relatively 
straightforward. The Earth is under attack 
by a bunch of aliens, and a small high- 
tech force is defending against them. 
Anyone who has played any of the X-Com 
games will be familiar with the plot: You 
start off defending the NASA-funded 
ADATA UFO tracking station in Kenya 
against a combined enemy force of about 
sixty vehicles, including bombers, fighters 
and hover-tanks. On your side you have a 
selection of small tanks and Apache 


Take control of a wide range of exciting killing machines in a desperate attempt to stave off an alien invasion. The huge circular shockwaves make all the explosions just that little hit prettier 
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have improved it by the time the game 
hits the shops. 

Whoosh hang nasty 

The main single vehicle phases are 
extremely well executed, and it has to 


to be careful - with all those targets 
coming at you silhouetted against the 
sky, it can be nigh on impossible to 
tell who is who. Careless shooting can 
do more damage to your own troops and 
base facilities than anything the aliens 


Careless shooting can do 
more damage to yoor own troops 


be said that the explosions alone are 
worth the price of admission. When you 
destroy an enemy vehicle, it detonates 
into a cloud of polygon splinters 
amidst a huge shockwave and a blast 
of flames. The smoke effects, 
particularly the trails of the missiles, 
are just about perfect, and are 
definitely the best I have ever seen. It 
almost makes up for the ease with 
which you can accidentally target 
friendly units. As you watch a missile 
arc up towards one of your own 
helicopters and blow it out of the sky, 
at least it looks good! You really have 


can do! The buildings also explode well, 
and collapse into convincing piles of 
wreckage. Compare and contrast with 
Heavy Gear, amongst others. 




Split screen mayhem 

Incoming has several multiplayer 
options, including deathmatch and 
capture the flag missions played by up 
to eight people over the Internet or 
local network, and for those of you who 
can't afford the phone bills, it also has a 
split screen two player option. This is 
something of a rarity in a PC game, and 
one which is most welcome. Other 
developers take note, please. The single 
player game is subdivided into campaign 
and arcade modes, the later being a 
slimmed down quick action game 
without the real-time strategy elements. 
The campaign missions progress from an 
unfinished tracking station in Kenya 
through the harsh environment of the 
Antarctic wilderness, then on to an alien 
base on the Moon. Then you have to 
come back to Earth and do it all over 
again, mopping up the aliens who have 
taken over some of your bases. There are 
currently over sixty missions to test your 
skill, and by the time the game is 
released there may be a few more. 

Incoming will be coming in May, 
when we hope to bring you a review of 
the finished product. ■ 
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how about Rocky Boxing? You could ^ 
have with three or four training levels 
set in the wintry wastes of Russia or 
the violent streets of Harlem! No, but 
seriously, it must be a right royal 
nightmare deciding what films would 
make great games and who best to 
create them. They have to bear in 
mind the credibility of the whole 
license, especially as games are so 
high profile these days. A bad game 
could knock sales of movie videos 
considerably. Not so much of a worry 
with the Wizard of Oz admittedly, but 
still a major consideration. 

MGM Interactive was formed in 1995. 
The company decided from the outset 
not to limit their products just to film 
licences - Return Fire and Tiny Tank being 
two examples - but they do insist that 
their games be of a high standard. The 
company employ a number of in-house 
staff but many of the titles are licensed 
out. Those that are taken out-house are 
overseen by MGM directors on a regular 
basis throughout their development. The 
company's main aim is to bring great 
games to a mass market and games that 
speak for themselves which do not stink 
of over commercialisation. 


K eing the last of the seven major 
™ film studios in the world to get 
interactive, MGM have learned from the 
others' mistakes. With many other studios 
now moving their libraries full of licenses 
into other multimedia arenas, it is about 
time MGM focused their attentions on 
creating a few solid games. It's difficult 
to understand exactly why so many film 
licensed games have been disappointing 
- maybe people expect too much, 
thinking that it's easy to create an 
interactive world with the same level of 
immersion as a flick? Or maybe people 
want the story in the game to follow the 
film accurately? Whatever the reasons, it 
seems only now that we are beginning to 
see decent games {Blade Runner being 
the best example) produced by these 
companies as they gain experience. 


This year EA have secured a deal with 
MGM as marketing partners. They have 
a lot of experience in working with film 
studios, particularly Fox Interactive. 
Even though MGM have good American 
distribution, they really needed to 
penetrate the vibrant European market 
on a bigger scale. After their three 
product agreement with Eidos that 
brought us the James Bond Dossier and 
a Chitty Chitty Bang Bang release, 
something had to change. This year we 
will see the difference with the release 
of James Bond: Tomorrow Never Dies, 
Wargames and Return Fire 11. With a 
number of other titles, including 
Rollerball and Stargate waiting in the 
wings, and the possibility of the Jean 
Claude Van Damme film, Bloodsport 
for 1999, they are certainly on a roll 
at the moment. This is apparently the 
first batch of games they are really 
proud of. Wargames will be the first 
to hit the shelves, but the game most 
people will be interested in is the 
new James Bond game, especially 
after the success of the Nintendo 64 
title Goldeneye last year. 


Metro GolJwyn May* 


So what do we know about the MGM 
corporation? Well, the company's film 
library consists of over 4,000 titles - 
quite a large haystack to find the 
needle of a game in! It includes 
noticeable gems like The Great Escape, 
Platoon, Silence Of The Lambs, and of 
course. Rocky. What a great idea... 


illywood 


Everything in Hollywood is not 
always exactly what it seems! 
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mountains where you'll end up smashing 
through the border controls. A trip to an 
all-women spa high in the mountains on 
foot, followed by more skiing and a visit 
to Monte Carlo. They are even trying to 
put some flying in there too. That's 
obviously just a brief idea of how the 
game will pan out, but you get the gist. 

There is still a lot of work to do on 
the game and MGM were very cagey about 
showing us too much at this stage. They 
were even reserved to talk too much 
about whether the game will feature 
Pierce Brosnan or not, but they do plan 
to feature some of the other characters 
such as M, Q, and even Miss Moneypenny, 
mainly for cut scenes and intro sections. 
Hopefully by the end of the year they will 
have the whole Bond spirit rapped up 
perfectly along with a dose of dry 
humour too, only time will tell. 


have decided to blend four distinct engine 
styles into the one game. The main aim of 
this is to givettir-piayer the exctenent 
you get in the when Bond jumps out 
of a plane, skies down a mountain, dives 
into some lake and eventually ends up in 
the arms of a beautiful woman. Though 
they can't actually promise the later, they 
do aim to fuse the engines so the 
transitions are as smooth as silk. The four 
engines at the moment look to be on foot, 
driving, skiing and scuba diving with a few 
computatie® frr-between. The way these 
link the game to the film is slightly 
ambiguous at the moment, being that 
skiing didn't ready feature in the film, but 
they have freed themselves up a bit from 
the shackles of the script by setting the 
game directly after Tomorrow Never Dies. 

In that way players wouldn't know how 
the game would end. 


d ames bond must be one of the 
most well-known characters in 
the film industry. After eighteen films over 
a period of several decades, he is still 
firmly lodged in the popular culture of the 
20th Century. The latest episode. Tomorrow 
Never Dies, which hit the silver screen last 
year, soon surpassed its predecessor 
Goldeneye, pulling in over £350 million. 
After at least ten years of struggle they 
have at last managed to make James Bond 
appeal to the younger generation, who 
until recently always regarded him as their 
father's hero. What better way to make the 
most of this legend than to mammise the 
franchise and create some great games 
using the English agent Luckily MGM do 
rwtiplan to just chuck something out 
around the time of the film ^ it is already 
too late for that. They have plenty of time 
before the next Bond film, and they plan 
to put out a new film every two years. 

One of the reasons we haven't seen the 
game until now is the fact that it took at 
least a year to choose the right 
developers. The honour went to Long 
, Island's Black Ops Entertainment. 


Tiffitt ilMts train Hick Bps’ 8tl»r titles glye 
iru 88 iiiu H wkH tte Bifll gaine win look 
like, witti flyioo, seotn and snow seems 


Elliot Carver's brother becomes the new 
bad guy. Not happy with taking over 
Elliot's satellite channel, he has moved 
into a new industry and plans to take 
over the world. The game will begin with 
a downhill skiing level called Monkey 
Stew, where players will have to race 
down a mountain fending off enemies. 
Level Two will be on foot in classic first- 
person shooter style with a number of 
cool weapons and gadgets to use. Then 
on to Lake Nassar fighting sharks and 
crocs in underwater scuba action while 
exploring the ruins of an Egyptian 
dynasty. From there, events move to the 
Swiss Alps for a serious driving race up the 


The gamers still way off completion. The 
shipping date is still planned for the end 
of the year, but they have a lot to work 
on, hence the lack of screenshots. We can 
however, tell you a few things about the 
way the game will look and play, and a 
few of the features they are planning to 
have in the game. Adventurously, they 


make Tomorrow Never Dies a cqfkeir? 


Jose: We will announce at a later date 
who will be doing the music, we don't 
have an agreement about that right 
now. We don't think the voices will 
actually be Pierce Brosnan himself, 
just voice-over people. 


with MGM and the story writers 
throughout the process to make sure 
everything runs smoothly. 


Most of Black Ops' history lies in 
PlayStation titles such as Agile 
Warrior, Black Dawn and Treasures Of 
The Deep. MGM obviously thought 
them to be the-best men for the job 
and they have spent the last year or 
so perfecting the all-important 
engine. We spoke to one of the top 
dogs at Black Ops, Jose R. Villeta 
(the V.P of Research & Development) 
to get some more insight into their 


Jose: Well, for. example, on the 
underwater levels we have brought in 
whirlpools and currents to make^things 
come alive. We v^Tl bring those in from 
our previous title. Treasures Of The 
Deep. So yes, we do employ many 
techniques that we have used 
successfully before. ■ 


How does the game evolve 
throughout the levels? 


Will there be maps on the levels? 


Jose: I would say it evolves very 
much in the way the movie evolves. 
The way Bond usually uncovers the 
plot by being captured, breaking out 


Jose: On the levels that you need a 
map we have put one in, but on the 


new game. 

How did it all start? 

Jose: Well we started with a preliminary 
story and the game got built around 
that, but in fact both have changed with 
time. However, we have been in contact 


of a cell and overhearing the 
mastermind's plan. Even seducing 
women to find out what he needs to 
know - all those things will happen 
in the game. 

What will happen with the music, 
will it be straight from the film? 


driving levels right now there is no 
map. There is almost like a 'wrong 
way' kind of thing going on where the 
dialogue will say 'oh James, you are 
going the wrong way.' 

So what features have you 
brought in from your other games to 






■ he first game from the new 
„ batch of M6M titles will be 
Wargames. Due to hit the shelves sometime 
in May, the game is sure to be impressive. 
The 1983 film from which the game takes 
its name was basically about the Cold War. 
Released in a period when the tactical war 
between Russia and America was reaching 
its logical conclusion, i.e. just a ominous 
threat, it really captured the atmosphere of 
the time. One push of a button would 
signal the end of civilisation as we knew it. 

The film featured a young lad who was 
very nifty with a computer and a telephone 
and succeeded in breaking into the central 
computer of the American Defence Council. 
By playing a tactical game with the 


from the film (Protovision Inc.) so that he 
can make the WOPR's scenarios available 
to the online gaming community. This 
then is how the game begins. In true 
Command & Conquer style, players must 
work through a number of scenarios across 
the globe in combat with the WOPR's 
advanced computer created and controlled 
units. It is all a bit of a turn around for 
the computer, especially because at the 
end of the film he said, "The only winning 
move is not to play." 

To keep as true to the film as 
possible, developers Interactive 
Studios have gone for a 
standard monetary resource so 
that they could incorporate 
the hacking element to 
y the game. Also, at the 


computer, Joshua, (David Lightman) 
inadvertently led the world to believe it 
was at war. He managed to convince the 
computer by playing Tick Tack Toe with it 
that no one side could win. 

The game continues'the stoiy but 
twenty years after the events tHat 
occurred in the film. David Qghtman now 
works for the U.S. government, 
reprogramming the WOPR (War Opefations 
Planned Response) so that it »offt make 
the same mistakes again. 

Due to the current political 
climate, David realises that 
global nuclear war is 
now very unlikely so v 
has dedded to buy 

the games ^^**’"**'’^*^ 
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How difficult has it been to 
create the units in full 3D and why 
haven't developers used that method 
before now? 

Philip: The most difficult thing about 
using fully 3D units is making the 
vehicles and buildings detailed while 
still retaining a reasonably low 
polygon count. Controlling the freedom 
offered by this approach also has its 
problems - when you can do anything 
and everything with a unit, doing the 
right thing can be harder than it 
appears. As for why we are virtually 
unique in adopting this approach, well, 
nearly two years ago when the original 
game design was being created, the 


best processor around was a P90 and 
SVGA graphics were just beginning to 
take off. We had to think long and 
hard as to whether we could squeeze 
enough horsepower out of the machine 
to run thousands of polygons around at 
sufficient speed in SVGA hi-colour 
screen modes. I think the game more 
than proves that our optimism in the 
team's coding ability was well placed. 
Unfortunately this approach did lead to 
further problems, like vector-based 
route finding which became 
paramount, because everything else 
looked so realistic. 

How important was it for you to 
stick tightly to the storyline laid out 


in the film and what were the major 
considerations you had to bear in 
mind concerning the story? 

Philip: Although the game is based on 
a film license and we worked closely 
with the original writers to create the 
story for the game, gameplay has 
always taken priority for us over the 
needs of the background story. Sure, 
we recognise that for a game to draw 
the player in it needs to offer an 
experience that is both absorbing and 
believable, but we think we have 
managed to accomplish this while 
still focusing tightly on the twin 
requirements of gameplay and control 
that are, after all, responsible for 
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end of each mission players will be greeted 
by characters from the film in a number of 
lavish FMV sequences which should give 
the game that all-important cinematic feel. 

Interactive's plan to make Wargames 
the definitive real-time strategy wargame 
title seems to be close to fruition from 
what we have seen. They have decided to 
use a fully 3D environment like in Myth, as 
opposed to the archetypal 2D of Total 
Annihilation and the like. The controls for 
the camera are all tocatsd on the 
Myth was much more jviiuyiiL By using 
the 3D vector system h« been 
to make the units-aiy si® tjwy wanted by . 
not limiting the tile aze, and have 
certainly made the most if ftis. These 
elements look set to make the game 
stand way above the rest, even at this 
early stage. You would think by opting 
for that advancement they would have to 
restrict the number of units in the game, 
but no. It will include 100 units in all, 
including land, sea and air, but the good 
thing is that they look realistic as you pan 
around and zoom in on them. 

They also plan to make fuU use of 
the multiplayer options with links over 


network, serial link, modem or Internet. 
This should ensure that the whole world 
gets a chance to battle against the 
WOPR. In single player mode there will 
be 30 missions, all of which have been 
written by the man behind the original 
motion picture. They are split into three 
campaigns, fifteen missions for each 
side (Human & WOPR). Not only are the 
environments in full 3D with elevated 
terrain rather than just walls that trick 
It there are significant 
s in terrain and weather, 
cations include the 
snowy alpine fslls 
of Russia, desert 
slopes of Cairo 


making a game exactly what it is 
meant to be - fun. 

Can you describe how the AI works 
in certain situations, such as reaction to 
attack and teamwork? 

Philip: We have many innovations in 
our AI routines, but a couple that we 
are particularly proud of are the 
multi-level strategy engine that uses 
information from multiple levels of 
situation awareness to decide how 
and when to attack the player, and 
the dynamic aggression controller 
that monitors and modifies the 
defensive/aggressive mixture within 
the AI many times per second. 


wild jurtgles of Cambodia. For 
fe^f/OPR side you have a number of 
urtten cities to battle too - the variety 
seems endless. It is the special effects 
that will make the game stand out - 
snow, sandstorms, cloud and rain wilt 
cause disruptions in gameplay all 
emphasised by the orchestrated 
soundtrack. It all helps to wrafce film 
and game fuse together welL 

Another nice link to tJie film is the 
use of the DEFCON indicator. In the fift# it 
was used to show how close to global war 
a situation was reaching. In the game it 
does a similar job basically letting the 
player know who is winning. IfTl isches 
DEFCON One you are as goai as dead. 

Wargames is a game about games. A 
weird concept, but it seems potent for it, 
similar to the idea behind Telstar's Virus 
(highlights the fine line between fantsy 
and reality). Also hacking into wodd 
banks maybe a slightly controversial 
resoifl'ce, but we must remember it is just 
a game and controversy always helps to 
shift a few units! Be prepared to meet 
the ultimate chsEIengeO 


Managing an overall strategy is one 
thing, but making the computer react 
to specific situations ranging from 
an all-out attack to skirmish assaults 
from multiple fronts poses its own 
unique problems. 

We have all sorts of what we have 
come to call 'fuzzy rules' for letting 
the AI resolve these matters. The key 
is to work in the grey areas between 
black and white - when the AI in 
Wargames needs to resolve an issue, it 
is rarely the work of just one routine, 
most of the time as many as a dozen 
different influencing factors will have 
played a part in the final outcome. The 
modular nature of our algorithms 
means that most of the routines 






neither know or care 
about much of what is 
going on, they all Just toss their idea 
of what they would like to do into the 
smelting pot where they are mixed up 
and a priority order produced - for the 
task of running a war, fuzzy logic is 
really cool. 


Was the use of a movable camera 
view essential because of the use of 3D, 
or is it simply more of a gimmick? In 
Myth, for example, players don't tend to 
use it that much... 


Philip: We used to worry ourselves 
earlier on in development that maybe 
something was wrong because people 


were playing Wargames without 
moving the camera around an awful 
lot. Our original design and concept 
work had indicated that this would be 
a key factor to being effective on the 
battlefield, but it wasn't until we 
started populating the maps more 
fully that our faith was borne out. 
Anyone who tries to play our more 
advanced levels without 
rotating/zooming the camera will 
simply not be able to assess and 
control the developing war as 
effectively as someone who does. The 


The three dimensions of the 
units give them so much more 
life than the traditional 2D 
views. It's fun just to pan the 
camera around them every so 
often and watch them 
struggle up hills. 
The Stealth Bomber 
shown at the top of 
this box clokes itself 
during flight making it 
invisible to enemies. 
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I his game is am of MGM's non 
® film-b»e# titles. It comes fn 
the wak^ of the Ifttie known 
Power anti the slightly more recffS 
Return Fire. The new game in the 
series adds another dimension to the 
already broad game base of sea 
vehidw* To these that don't know 
much about the game, it centres 
around the tactical cat and mouse 
hunt for flags where you battle wftfe 
your opponent. The action takes place 
on a number of islands. An overhead 
map shows the players the locations 
of thetr undergnstnd and 

»raaft carrier from where they will 
condu^ thetr assaults. 

The gameplay has been descrtbed 
as a wartime version of 
rock/scissors/paper, where certain 
units are better against others and 
correct selection is the key. The aim 
for both the single player and 


protected so the enemy can easily 
blow it away. 


This game is a taettGlon's teafen - multiplayer modes is to get the flag Each player can only use one the carrier. 


Jeeps against tanks aad dag ngiits before the other person/people - vehicle at a time and has to return 

between iieliengters. Jnyottsi simple as that. The vehicles are the craft to the base before 


housed in both bunkes on the ground selecting another. There are a Being optimised for multiplaying, the 

as well as aircraft limited number of each of the units game will be more of a success when 



carriers in the sea. so once they run out it's game over, played over the Internet. It will be 

The jeep is the only similar to chess. The helicopter and able to handle four players on one 


land vehicle that can tank are the more powerful units and computer and at least eight on the 




actually pick up 
a flag. This 
means 

players have 
to first 
destroy the 
enemy in a tank or 
... something powerful and then 

^ ' rush back and drive the jeep out to 

pick it up. The jeep is not that wsll 




maps in Wargames make far better use How will the multiplayer option 

of the 3D technology than the work, will there be a team mode or just 

aforementioned Myth. We have one on one deathmatch? 

everything from extinct volcano 

craters to massive desert canyons, we Philip: We support up to four player 

have skyscraper lined streets in our multiplayer using DirectPlay. Most of 

cityscapes and densely forested our games to date have been of the 

hillsides on our lowlands maps. 'slugfest' style global domination 

Simply put, if you don't move the type, but we have plans to add such 

camera around, you are going to have cool features as team-based play and 

a whole world of hurt knocking on the ability to form and break 

your back door before you have time alliances. If time permits, we also 

to wonder where the hell all the intend to have flag style games, 

enemies went. escort missions, special task missions 

and possibly even 'race' style games 
where the players will compete 
against each other to achieve a 
mission objective against the clock. 


There are 30 missions in all, in key event in the war. As tangible 

what way does the game progress in rewards, the player is given access to 

single player other than simply more and more sophisticated 

providing the player with more units? hardware, but the player will soon 

come to realise that the computer is 
Philip: This is where the storyline playing in a quite seriously different 

really comes into its own. What we manner in each area, the AI being 

have here is an ongoing war between uniquely tailored to each locale and 

the Norad forces and the WOPR's mission. For example, you may have 

robotic hordes. Playing from either generally the same units available in 

side, as the player progresses they missions nine and ten, but just you 

are drawn into the conflict, playing a try to use them in the same fashion 

key role in unfolding events. Rather and I think you will find you are in 

than simply having a sequence of for a shock! 

loosely connected missions, our game 

is broken down into five mission How has using the writer and 

campaigns, each a tightly knit group director of the film helped to enhance 

of missions based around a single the story? 
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Inter ne!-ift ilising a number of mo^tef 
such as diiffrg hting in Llie aircraft 
and team^y as welL In tte partnec 
mode players work together to 
capture a computef-amtmlled flag^. 
The flag doesrft move but the 
vehicles that the cnmputer gets to 
ctr dse-y ou certainly do! Even though 
the game will be tet in multiplayer, 
the single f^yer mode will sdll te a 
challenge with players pitting"th^ 
wits ageyisL the ofifiipuUr. 



The main improv^ent in gameds 
the look of it. The graphrcs are 

stunning and very smooth, a far ciy 
from the fkst titli any mter^ou will be 
to ^ 4yff ff!tO dtstanre to an 

fi# sew hundfid metres. The 
physics has been upgraded as 

well so that all the speeds are amiiate 





of dassieal music such as V^ner's 
Of The Valkaries,' 

The feel of the vehicle makes the 
game much more arcade oriented than 
serious simulators, but they have 
included a flight simulator mode as 
well. The explosions have been worked 
on so much so you can tell where their 
allegiances lie! Even though the game 
does not have a movie 
expecting great things fmfa 


for the inherent scafe of the game. What 
with fifty maps to choose from, a 
numhET of different weather conditions 
such as snow and desert, along with 
different landscapes like desert city and 
jungle there should be more then 
enough variety. However, a chessboard 
always looks the same, so that shouldn't 
be a major worry fern the developers* A 
good thing they have decided to keep 
from the original gameis the inclusion 


Split sertnHnstfes give multiptayer 
eKCiteffieiit witli m eenl of netfems 


Return Fire was released about three years ago now, and although it looked quite it difficult to play, but it was still fun. The game didn't include 

different, it used the same sort of gameplay tactics. The main difference is the the sea vehicles or the planes like Return Fire II, but the jeeps were still a lot 

graphics engine. Return Fire was still 3D in a sense, but the colours were much quicker and the helicopters could aim at both the ground and air. It is quite fun to 

brighter and the game had a lot less detail than the new version. The keyboard made play the original again, but things have definitely moved on since then! 



Philir Having a unique degree of that brought ISL and MGM together different games that others are simply regurgitating the same old 

access to the original writer and at the right place and time almost sceptical about. 'destroy this', 'destroy that', 'capture 

director offered us a brilliant two years ago. We at ISL were already this', 'capture that' mentality. Instead 

opportunity to construct a storyline working on our design for a real-time The real-time strategy genre is we have escort missions, search and 

of unparalleled depth and atmosphere 3D strategy war game, and MGM were currently flooded with a number of destroy missions, rescue missions, 

that we otherwise simply would not looking for somebody to develop just good games, what makes Wargames prison liberation missions, surgical 

have had. Their involvement offered a such a game for their license - a stand out from the rest? strike missions, recon missions, 

much needed professional touch match made in heaven you might say. demolition missions and defence 

which helped the designers to set Philip: If I had to put my finger on suppression missions to name a few - 

their missions against a believable You started creating games back the single biggest factor that makes and each unfolds through a dynamic 

and rich tapestry. Story is important, in 1981 with the Dizzy games and a our game stand out, I would have to storyline that is narrated through a 

and for that you need the best. number of simulators, how has this say that no, it's not the revolutionary mixture of electronic and voice mail. 

helped with creating this game? graphics engine, neither is it the Our game may do many things, but I 

What made you decide to take on diversity of units or depth of guarantee it won't bore you! 

the license for MGM? Philip: We have a lot of experience storyline - I would have to say it is 

creating lots of different games, and the content of our missions that 

Philip: It is funny to think now, but as such we have never really worried really makes me proud. We have not 

originally it was almost coincidence about tackling new things or fallen into the traditional trap of 
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game with this kind of class. Max 2 offers a 


staggering thirty six campaign missions, 
twenty four single player missions, not to 
mention a horde of really useful features 
like a waypoint system for mobile units and 
formation control before and after 
waypoint setting. So now it's possible to 
issue orders concerning formation and 
reaction to a regiment of units, set up a 
series of waypoints leading to the desired 
point on the map and then, as the phrase 
has it, fire and forget! The unit will then 
quite happily, with no intervention on your 
part, complete the route to its destination, 
form up and follow any orders regarding 
any enemy units it may encounter. 

One concept I really like is the multi¬ 
racial aspect of the game. There are two 
main sides in Max 2, the Sheevat; which 
are the real aliens as such, and the 
Concord; a collection of the various alien 




clans inhabiting local space which humans 
became part of at the end of the first 
incarnation of the game. In this well 
packaged sequel, the enemy is a far more 
mysterious opponent, with technology 
exceeding anything the Concord can dream 
of and with the added advantage in that 
we know almost nothing about them. 

More than most 


The most important units are the 
Constructor and the Engineer - these guys 
do all the construction of buildings. The 
Engineers build the defensive units like 
AA, gun, and missile turrets, all storage 
units and infrastructure. The Constructor 
units build anything else that's needed - 
air units plant, light units plant, heavy 
units plant, shipyard, depot, mining 



I'll say one thing for the game, there's 
plenty of units to choose from, that's 
for sure. As well as all the standard 
units, infantry, tanks, planes and the 
like, there are a good few more that are 
generally not seen. This is because Max 
2 uses a slightly more realistic approach 
to warfare. Instead of being able to 
build shedloads of one unit and then go 
off and shoot everything that moves, a 
carefully balanced regiment of specific 
units must be produced to give the 
player any chance of success. Each of 
the units is designed to be able to hit 
mainly one target, i.e. an air to ground 
attack plane, or a ground-based anti¬ 
aircraft gun turret. If you're not 
careful, the opposing side could build 
a bunch of ground attack planes and 
take out the majority of your base 
before you have a chance to 
construct the defences to deal 
with it, so planning and 
preparation is vital. 
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Mk 1 Gold Mmi»g Station g 


station, hanger and a docks. The light 
units plant offers these units: armoured 
personnel carriers, bulldozers, engineers, 
infantry, infiltrators, mine layers, mobile 
anti-air, repair units and scouts. The heavy 


top right-hand corner holds a small window 
that can show either the currently selected 
unit's statistics plus a graphical image of it, 
or it can hold one of a number of spy cam 
views. The spy cam system is very useful - 


It’s a long time since I saw a real-time strategy 
game with this kind of class 


unit plant offers all the serious armament 
like tanks, missile launchers, shock tanks, 
rocket launchers and so forth. There are 
five different air units available: air 
transports, Concord attack planes, AWACs, 
fighters and ground attack planes. And, 
last but not least, there are several sea 
units that can be produced: corvettes, 
escorts, gunboats, missile cruisers, sea 
minelayers, sea transports and submarines. 

Playability 

The main game screen is well laid out, with 
all the necessary options readily to hand (or 
mouse!). It's split into several areas; the 


it can track any unit, (moving or stationary) 
and hold a fixed position, (like a real-time 
view of the enemy base for instance). 
Underneath that is the world map. This is a 
tiny view of the whole game map showing 
all your units and those of the enemy, your 
radar and so forth can detect. Under this at 
the bottom are a number of buttons - chat, 
reports, survey, status, colours, hits, range, 
scan, grid and names. The chat button is 
used during a multiplayer game for 
communication with other players. Reports 
give you the opportunity to inspect the 
status of your units and buildings, including 
any casualties. The Survey button will show 



With a wide variety of units to cover any contingency, you can start to take the battle to the enemy 






WANT CLAWS? 


iniuiiiiiinjiii 

Depending on the type of 
game you want to play, 
there are a possible eight 
species to choose from, 
they are: Fen, Aven, Cloaks, 
Phemer, Kamren, Aspen, 
Beaker and Elan. 

Fen are a humanoid race 
who developed in a hot 
swampy atmosphere, and not 
surprisingly they are very 
good at building superior sea 
units. The Aven, a still 
feathered aviform race 
known for their dislike of 
change, (to themselves!) are 
. somewhat better known for 
their amazing ability to 
produce excellent air units. 
Now we come to a very 
strange species known as the 
Cloak, and as the name 
suggests they are a rather 
mysterious, but make 
exceptional spies. The 
Phemer are a space-loving 
people who cannot abide 
crowding, and so have learnt 
to create superior long range 
missiles and the launchers to 
go with them. Known as the 
defenders of the Concord, 
the naturally armoured 
Kamren have excelled in the 
construction of defensive 
systems and vehicles. The 
Aspen are probably the least 
human of the lot, as they are 
plant-like in most aspects, 
using smells and other 
obscure plantish methods of 
communication. As they are 



any deposits of gold or raw materials that 
are nearby. The colour option will surround 
all the units with an appropriate colour for 
each side. If you want to see the condition 
(damage taken, if any) of your units, then 
click on this. Each unit has a specific range 
that it can fire in. By toggling Range to on, 
a ring is drawn on the map to show the 
maximum firing distance of the selected 
unit. This is basically the same as the range 
button, but instead it shows the visual 
range of the unit. The landscape is fully 
rendered and pretty impressive to boot, but 
you may need a little more detail, so just 
toggle the Grid switch and a contoured 
network of grid lines will be overlaid onto 
the main map, showing where the various 
units can and cannot move through. Last 
but not least, the Names button simply 
shows the name of each unit or building 
next to it. 

Well there it is. Max 2m a nutshell. 
There's lots more to it than this but I don't 
have the room, so you'll just have to have 
patience until I can get my grubby little 
paws on the full version, won't you? ■ 


so territorial they get 
distinct advantages when 
dealing with defences. The 
Beakers are the builders of 
the races - this cybernetic 
people are so good it can 
receive extra constructors 
and engineers. The Elan are, 
if you like, the founders of 
the Concord. They created it 
to stop the other races 
destroying each other in 
horrific warfare. 
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ince the company was founded 
in 1984, British games 
developers. Probe Entertainment have 
given us some classic games on a wide 
range of platforms - from the PlayStation 
and N64, through PC CD-ROM to coin-op 
arcade machines. They have on occasion 
had as many as four of their games in the 
top ten games-d^fts at once. Their back 
cataigpl^ipcUiiJes such titles as Mortal 
/C4«fr rand/T, Extreme G, Primal Rage, 
anJp?7e Pag^aster. They are also well 
kn^n for jfieir excellent movie license 
. g^mes sudb as Alien Trilogy, Die Hard 
Trilogy, Jerminator 2, Robocop 3, Stargate, 
’and Jpfge Dredd. The latest movie to get 
the Probe treatment is the box-office hit 
Batpran and Robin. They had the 
Hol^ood tables turned on them a few 
years ago when their legendary console 
beat-'em-up game. Mortal Kombat was 
made into a film starring Jean-Claude van 
Damme and Kylie Minogue. 

For the past two years, the London- 
based development team have been 
working on an amazing new 3D action 
game called Forsaken, and to find out 
more about that, read our exclusive 
review in this issue. Suffice it to say 
that we here at Ultimate PC think it will 
set the world on fire. The enormous 
popularity of Probe's many previous 
titles testifies to their ability to come 
up with the most playable of games, 
and Forsaken is the culmination of all 
their combined talents. With the mid¬ 
day release date fast approaching. 



project manager James Stewart took 
time out of his busy schedule to have a 
chat with Ultimate PC. 

Like many software development 
companies, Probe is staffed with mostly 
young people, but what they lack in 
years they more than make up for with 
ability. As we were shown round the 
offices to see the final touches being 
added to the new game, there was no 
disguising the confidence and 


enthusiasm which the entire Probe team 
showed towards what they are sure is 
going to be one of the biggest games 
of the year, and James was no 
exception. To make sure he didn't let 
his excitement get the better of him 
and accidentally blow the gaff on any 
major commercial secrets, we were 
joined by a representative of Acclaim 
Entertainment, who own Probe and will 
be publishing Forsaken in the UK. ■ 


These artistic young computer 
games programmer types rmd 
their inspiration in some very 
unusual places 



Holy console games Batman, it looks like the Joker and Penguin have stolen some motorcycles.’ ‘Relax boy wonder, that’s just ixtreme G from Probe’ 


BRENDA 


The voice of the onboard 
computer for the bikes in 
Forsaken was provided by 
Probe's Office Manager, 
Brenda O'FarrelL Despite her 
charming modesty, she 
kindly consented to have her 
picture taken for UinMATE PC. 
Thank you Brenda! 
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, * James, with Forsaken certain to be 
a big hit, it is bound to spawn a whole 
batch of clones. Are you planning to 
license your own 3D engine to any other 
games developers? 

As far as I'm concerned, definitely 
not. We did have something a few 
months ago... (Turns to rep. from 
publishers, Acclaim) Can I mention er... 
that thing? That other company? 

Engine? I can mention that can't I? 

Acclaim rep: Yeah, don't see why not. 

j:>; Well, we were approached by 
another game developer a few months 
ago, basically for our engine, which 
they wanted to use in one of their 
games, and we turned them down. 
Basically, we showed them the big 
finger (makes unmistakable gesture), 
purely because we were laughing at 
them. Because now they have 
something to aim for and try and 
surpass, and from what we've seen they 
haven't got a damned chance in hell 
unless they come up with something 
really special, so we've got it. 

UPC: So you think your engine is the 
best one around? 

3S: There's nothing that comes close. 

Our engine is... you can't get better 
than it. We've spent so much time over 
the past two years developing it. 

Acclaim rep: And spying on 
other people's... 

JS: Oh yeah! 




know that we are way beyond " v . 
anyone else. 

JS: We've picked everyone's brains. We've 
been to various development teams 
picking their brains for every single hint 
- physics, technology - we can use to 
speed things up - 3D routines, whatever. 
Basically we've got the best of the best 
now. You can't really take an engine that 
much further. There's a lot more stuff 
you can do with the portal system that 
we're looking into, things like mirrors in 
free space, real-time mirrors and lights 
in free space. With a bit of luck that sort 
of stuff shouldn't be too much of a gap 
to jump. If we can make that jump, then 
it really would be a next generation 
game, because the sort of stuff you 
could do - it's mind blowing. It's just 
silly, it's great! 

UPC: When you are designing a new 
game, what aspect takes the highest 
priority, graphics or gameplay? 

JS: Gameplay. Without a shadow of a 
doubt. Our graphics kind of blow a lot 
of people's minds, but to be quite 
honest from what I've noticed - and 
I've been playing the damn thing for 
two years now, I can't get off it! Even 
in single player there are still things to 


j ' ;:.!i 



. j learn. I can get 

^ } ' through a lot of 


- ^ levels now without even 

being hit, which I don't think anyone 
else can do. You have to know the exact 
sequence of movements to get round 
the thing. Gameplay is where it's at, 
and that's what we've spent all of our 
time on, to be honest. The graphics 
have taken up a tiny portion of the 
actual development. Each level, the way 
all the enemies function and the actual 
pure intricacy of the way you have to 
defeat them. It's not Quake, where you 
point the gun in a straight line and... 
Bang! He's dead, no matter where he is. 
You can't be that straightforward with 
ours; you have to attack enemies when 
you can't even see them. 

UPC: Probe are members of a very 
exclusive club of developers whg have 
had one of their games turned Into a 
film. I'm talking of course about Mortal 
Kombat. Also, you have done several 
games based on movies, such as 
Terminator 2 and Alien Trilogy. Are 
there any other movie-related projects 
in the pipeline? Forsaken: The Motion 
Picture perhaps? 

JS: I think for a Forsaken movie... well 
you could do, but then again it would 
be just another load of ****! You know? 

I mean. Mortal Kombat for ****'$ sake! 

If anybody actually liked that film... 



Acclaim rep: (Saving face) Well I didn't 
think it was that bad, but I was drunk 
when I watched it, so I've got no idea. 

3S: It was ****ing awful! It really was 
crap. The game was a lot better than 
that. It would be very nice to do a game 
and for the film that came out of it to 
be a box office smash. So far there's 
been a few, but I don't think Mortal 
Kombat did it for me. One good thing 
about them doing a movie is that you 
get to meet all the stars. 3ean-Claude 
van Damme was over for a while with his 
wife, who was stunning, really lovely. 

Acclaim rep: Did you get to meet Kylie? 

3S: No, we heard her voice, and that 
was enough. 

UPC: One last question, and I'll let you get 
back to work. Given the rate of progress in 
PC development, with faster and faster 
machines coming out all the time, how do 
you work with a two-year development 
cycle? When you start work on a game, 
how do you know what machines it will 
have to run on two years from now? 

jh; Originally we were given a year and 
a half. And in that year and a half, 
basically the timeline was done, and it 
didn't really take into consideration the 
speed with which people would get the 
hardware going, and halfway through 
the project we decided the 3D engine... 

(Door of room opens, person's head 
pokes in) 

Person: Er, we need this room for a 
meeting in a minute... 

JS: Yeah, we'll be done in..,? 


UPC: Two minutes? 

Person: OK, thanks. (Exits) 

JS: (Without pausing) It got to the 
end of the prototype stage and it was 
decided that, 'Christ! Six months off, 
that card's coming out! What are we 
going to do? Oh ****! Rethink!' 

Right, the collision system, strip it 
out, the 3D system, strip it out, start 
again. So we started again and 
another three months after that, 3Dfx 
was announced! And it was like, 'Holy 
****! That can do all of that!' So at 
that point we set our standard on 
that sort of performance. Luckily we 
chose the right standard, because 
that's the one that has made it now, 
it's there and it's the card to be 
aiming for. Now obviously the 
generations are going up, but for our 
game it's going to be perfect for that 
sort of range of card. 

Of course now all the new cards are 
coming out, the programmers are 
actually going into little fits, because 
they want to get on and do all this 
extra stuff, but they can't! They've just 
got to get the game finished, yeah? 
We've got a wish list of things we'd 
like to do, but I think we're out of 
time aren't we? They need this room. 


UPC: It 

certainly looks like 
it. Well James, it was 
good to meet you and 
your team. Thank you very 
much for talking to Ultimate PC, 
and I hope that Forsaken is as 
successful as it undoubtedly deserves 
to be. Good luck! ■ 




The torUiGBiRing Batman and Rnbin game Innks like it cnuld be get annther winner ter Prebe intertainment. The graphics Inek antstaeding, with mere piet and atmnsphere than the mevie itseit 
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Acclaltn rep: (Quietly, and a bit 
embarrassed) I liked it... 


JS: You actually liked it? 
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Acclaim's Forsaken not only claims an Explosive award, it receives the 
highest score ever given by Ultimate PC. Other top scorers this month 
include Ubi Soft's superb Redline Racer. 



Interplay's Fallout and Take 2's Black Dahlia both pick up Hot 
Property awards this month. With reviews in short supply, it comes as 
no surprise that there weren't any more. 


Any game scoring under 50% will receive the UinMATE PC Hazardous 
award. This month Virgin claim their first Hazardous accolade with the 
release of the disappointing Sabre Ace. 



the end of each review a box-out similar to the one 
shown here will list all the information you need to know 
about the game in question. For those interested in buying the 
reviewed game, its publisher and developer are listed, along with 
its price and a release date. For those who simply want to know 
more and have access to the Internet, a Web address, where you 
may be able to find additional information about the product, is 
also supplied. We then move onto the recommended specs needed 
to play the game - the amount of RAM needed and the processor 
speed is stated, along with any special graphics or sound 
requirements. With the number of games which need specific ^ 
graphics accelerator cards increasing, this demands attention.^' 
After this we have the all important comment and score. 

Ultimate PC's reviews are sponsored by Tiny Computers. We use Tiny 
P200 MMX machines, equipped with 32 MB RAM, 12X CD ROM Drive 
and 4MB video cards for each of our reviews, ss 
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though a video camera has been 
somehow transported into the game 
world, and is transmitting live real¬ 
time pictures back to your monitor. 
Then you press the left mouse button, 
firing one of the pioncycle's primary 
weapons, and a burst of perfectly 
translucent colour shoots out and 
smashes into a wall. After familiarising 
yourself with the controls, you move 
forwards, and the rich detail of your 
surroundings slides past you. Suddenly 
there is a movement ahead, and a 
mean-looking shape darts towards you 
firing blasts of energy. You fire back, 
but with lightning reactions your 
enemy dodges out of the way, zooms 
round behind you and fires again. 
Suddenly you are locked in a desperate 
battle, trying to outmanoeuvre your 
opponent while keeping your weapons 
trained on him and firing everything 
you've got. With more luck than 
judgement, you score a few good hits, 
and the enemy explodes, leaving 
behind a glowing canister containing 
vital shield energy. But before your 
pulse rate has even begun to drop back 
to normal, a voice from your onboard 
computer says "Incoming!" and you are 
fighting for your life again... 


You may have heard that Forsaken is Just 
an updated version of Descent, just 
another 3D tunnel-blaster with nice 
graphics. Wrong. Over two years in 
development, the game is an absolute 
masterpiece. The only similarity to the 
hopelessly confusing Descent is that in 
both games you fly through tunnels. 
Forsaken is infinitely more playable, and 
great care has been taken in the design 
of the levels to ensure that while they 
represent a challenging 3D puzzle, the 
various areas actually look like what they 
are, making navigation around the 


light-year ahead of anything you have 
ever seen before. Your hand reaches 
out and moves the mouse, and the 
motion on the screen is so smooth it 
just draws you in. It looks almost as 


I he storyline is simple: in the 
,' ■ far future, a freak nuclear 
accident reduces Earth to a 
smoking radioactive ruin. The 
planet is declared derelict and 
abandoned, leaving it open to 
the depredations of looters and 
scavengers who pick over the 
remains searching for anything worth 
stealing. Which is where you come in. 
Mounted on a high-tech hover bike 
called a pioncycle, you fly through a 
series of huge and superbly detailed 3D 
levels, battling the robot guardians of 
the dead planet with a battery of 
devastating weapons, trying to stay 
alive long enough to make your fortune 
and your reputation. 


When you first see Forsaken, one 
_ thing hits you straight away: 

the graphics. The 3D 
# engine powering 

same is 
a clear 


These flying enemies are sn smart, they hlind you with a camera flashgun then nick your wallet 
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twisting tunnels a lot easier. There is 
also a clearly defined up and down, both 
from the pull of gravity and from the 
appearance of the environment, so 
although you may be blown to 
smithereens at any moment, at least you 
won't die lost. The texture maps which 
give the various areas their distinctive 
appearance are far more varied than in 
any other 3D game around. Instead of 
the usual brown levels and green levels, 
a lot of effort has gone into giving each 
level, and each area within the levels its 
own unique and realistic appearance. 
When you are exploring the Federal Bank 
vault, the walls have the appearance of 
aged ceramic tiles; in the prison ship, 
the walls are rusty painted metal 
complete with portholes while the floor 
is steel expansion grating. The warning 
signs on the walls have legible writing, 
and the computer panels have moving 
animated displays. 

Doors of percoptiofl 

This attention to detail becomes almost 
subliminal after a while, but the 
atmosphere of realism thus generated adds 
enormously to the quality of the game. 
There is one place in particular where you 
come across a room containing a pool of 
water. Drops of moisture fall from the 
ceiling in a random pattern, splashing into 





and ambush you, track you - 

down across the entire 
level, opening doors 




and destroying ^ 

mines (even their own) 
to get you. They are also wise 
to most tactics you may try 
against them, for instance they 
will refuse to follow you into 
blind alleys. If you go down a 
dead end and try to catch them 


The graphics were just as silhy-smooth 
as DU the faster maebiae 


the pool and making ripples which expand 
out concentrically. The sound of the drops 
hitting the water is perfectly synchronised 
to the impact with almost casual precision. 
The whole effect is so natural that it slips 
in under the threshold of awareness the 
first time you fly through the room. It is 
not until you have destroyed all the 
enemies in the area, and can come back 
and take a leisurely look that the amount 
of work that has gone into that one tiny 
scene really hits you. This is not just a 
one-off either; that level of quality is 
maintained throughout the game. 

On the subject of water, this is one 
thing which few game engines can 
handle properly. Tomb Raider II had real 
problems with it, and Quake II never 
quite got it right either. In Forsaken, 
the water has realistic ripples and 
splashes, and flawless translucency. The 
only tiny flaw is the absence of real¬ 
time reflections on the liquid surface, 
but I guess you can't have everything. 

Ml !■ the mind 

One of the major features of the game is 
the extremely advanced artificial 
intelligence used to motivate the 
enemies. Most games these days use AI 
programming of one sort or another, but 
in Forsaken the enemies are scarily 
cunning. They will hide behind pillars 


as they come round a corner, 
they will wait outside to shoot 
you in the back as you leave. The 
flying enemies behave in an 
almost bird-like manner, flocking 
in formation around a designated 


iris 

'1 

f ^ 


leader and attacking as a 
group. If you kill their 
-^5^^^eader, they will instantly 
5 _ pick another and form 

* up around him instead. 

♦ Airborne units will also 
sometimes follow ground units 

as air cover. The enemy AI is 
capable of anticipating your 
actions, and dodging out of the 
way before you even fire! Some 
enemies are so good at this that 
they cannot be hit with normal 
weapons at all, and must be 
I ' killed with heat-seeking 
missiles from outside the 
my room they are hiding in. The 
V sense of menace you get 
w from these super-smart 
killers is almost palpable, 

* ^ and has to be experienced 
m' to be believed. 



Like Forsaken, more and 
more games these days are 
being written to take 
advantage of the excellent 
3D graphics accelerator cards 
currently on the market. If 
you don't have one already, I 
would have to say that you 
are missing out in a big way. 
The addition of a card 
costing as little as a 
hundred pounds can breath 
new life into games that you 
may have begun to regard as 
a waste of money. You can 
double the performance of 
superb games such as 
Subculture, Plane Crazy and 
Tomb Raider II, and make 
your friends who have 
wasted their money on a 
Nintendo 64 extremely 
jealous of your superior 
graphics capabilities. 

When you can get 
performance like that, I 
would have to say that any 
PC game enthusiast worthy 
of the name really should 
buy one of these cards as 
soon as possible. I know 
they can be a little bit 
expensive, but if you are 
prepared to pay out forty 
pounds for a game, surely 
you want to get the most 
out of it? A decent hardware 
accelerator such as the 
Diamond Monster 3D or the 
Orchid Righteous 3D can 
make all the difference. 


The flames and explosions in forsaken are the most realistic i have ever seen. You can actually cook toast on your monitor while playing 
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UPC: The 3D engine you have used in Forsaken is a 
remarkable piece of work. Is it an entirely new 
product, or has it been developed from other games 
that you have done in the past? 

^ We started out with an original shell, which kind of ■ 
originated from a selection of games in progress - | 

things like Spirit Master, which unfortunately is gone 
- there were a huge amount of games in progress, 
which we started the engine work on, so we had an 
original concept like that, and we made it into Forsaken. 

UPC: How did you decide on the style of the game? 

We actually chose a style of game like this: 

originally it was going to be 
characters flying around on jet- 
packs, in a sort of Quake 
thing, but then we 
decided, to be quite 
honest. Descents there but 
it's not... you know... not 
any good...(Grins all 
round). So we thought 


I' ' 

i 

next level. So we developed our engine around the 
basis of that. 

UPC: This phenomenal frame rate that the game's got 
- how does it manage to sustain that? 

^"Almost three-quarters of our time has gone purely 
into the development of the engine itself. All of the 
lighting, goodies, etc, etc. that have been done since then 
have purely been coded as eye candy. That's what sells the 
game to the magazines, but the most important element 
for the gameplay is speed, and with our engine... well, 
there isn't one better out there. We've looked around and 
we can't see it. When we do the benchmarks for 3Dfx and 
the game index it's going to prove itself then, 'cos I think 
the frame rate is going to be... well, quite high! 

UPC: How have you managed to retain the 
fluidity of the graphics on lower spec machines? 

fii. , the ramp emulation mode in DirectX 
just wasn't up for it - it's just far too slow, 
the colours get washed out, etc. so we've 
got one of our in-house guys doing a 
complete engine for unaccelerated 
machines which will be a separate 
executable. You either select the 
hardware version of Forsaken, with all 
the various cards, or at the bottom of 
the list will be an unaccelerated routine 
version which will be a completely 
different display driver, and we've had 
really good results with it. We're getting an 


average - on a P166 with no hardware whatsoever, 
32mb RAM - of at least forty frames a second, 
dropping to about twenty five in a worst case, which to 
be quite honest, is superb. In a single player game it 
never really chugs. Multiplayer of course has its 
drawbacks. Anything more than eight players it starts 
to get a bit choppy, but we've actually kept the speed 
up, and it's all due to the fact that we've written our 
own software renderer. In fact, on a P166, our software 
renderer was actually quicker than a PowerVR card! 

UPC: Are you going to encourage third party 
development of new multiplayer levels and add-ons? 

We're actually in talks with people at the 
moment who are going to do an editor for the 
maps. We've got mission packs by third party 
people. We're considering taking them on to 
actually do packs for us. There's a lot of stuff in 
the pipeline. As to whether 
we're actually going to do 
any of it yet... I'm not ^ ^ 

sure. We haven't had the 
green light on it yet, but 
I certainly hope so. The 
more people buy the 
game, the bigger it will 
become, and with any 
amount of luck it's going 
to be huge. That's what 
we're hoping for anyway! I 




Whatever you want 

Another aspect of the game which sets it 
above others in its field are the multiple 
characters. You can pick any one of 
sixteen different characters, each with a 
different antigravity bike, all with 
different handling and combat 
characteristics, such as power, 
acceleration, shield or hull strength. 
Choose between Beard, a beer-swilling 
biker on a flying chopper combo, or 
Nubia, a sexy black mercenary girl who 




used to be part of a weird bio-mechanical 
joined entity. All the characters have 
their own twisted story and their own 


direction to whatever suits you best. If 
you are used to flight simulators, you can 
set the game up so it handles like a plane. 


The flying enemies behave 
in an almnst bird-like manner 


reasons for being there. The different 
properties of the cycles are quite distinct, 
and can make the difference between life 
and death on some of the 
trickier levels. 

To make staying <^|||^||^ 
alive that little bit 
easier, all the ^ 

game controls are \ #' - r^w 

fully customisable. 

You can configure the keyboard 
commands, joystick set-up, 
and mouse sensitivity and 


or if you are a Quake player, you can 
control movement as you would in that 
game, whatever you are most comfortable 
with. The level of detail in the graphics is 
also adjustable to accommodate very 
slow machines, although this should 
not really prove to be necessary. 
While I was trying out the game at 
Acclaim's stylish Knightsbridge 
^ * jSft offices, I asked if I could see it 
running on a slower machine 
jk:-. - than their P266 

~ demonstrator. I was 


The lighting effects for the exotic weapons and huge 30 levels are as geed as anything I’ve ever seen. Comhined with the super smooth graphics and awesome Ai, this Is our highest scorer yet 
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well as the sixteen single player *35^ 
levels, Forsaken also has more 31^* .<|| 
than twelve multiplayer ^ 

levels, which automatically 
expand, opening new areas to 
accommodate however many people are 
playing. There will be new multiplayer 
levels available later in the year, as well 
as a do-it-yourself level editor. The 
developers are hoping to set up a server 
where up to 250 people can play online 
at once. Whatever the future holds, I am 
certain that Forsaken is going to be the 
next big thing in computer gaming. It is 
being released on the PlayStation as 
well, and a version is being developed by 
Iguana Software for the Nintendo 64. An 
album of original soundtrack music is 
available, and very good it is too. CUff 


The temple walls feature some 
excellent decor by Alice Cooper 


frame rate never dropped below forty-five 
frames per second! In an empty corridor 
with no enemies around, the rate was 
around 70 fps. This is approximately 
double the performance of its nearest rival. 


taken into an office, and the game was 
loaded on a PlOO, with 48mb RAM and a 
3Dfx accelerator. I was astonished to find 
that it was hardly any different! The 
graphics were just as silky-smooth as on 
the faster machine. If you have seen the 
rolling demo of the game on this month's 
cover disk, you have some idea of what to 
expect, and as long as you have a 3D 
accelerator card in your machine, that is 
just what you will get. 


The other facet of this gem of a game 
are the awesome multiplayer options. 
Playing over a local network or the 
Internet, you can join in either a straight 
forward kill-or-be-killed 

( J deathmatch, a capture-the- 
M flag tournament with up to 
M four teams competing, a 
game of 'Bomb tag' or a 
bounty hunt, where 
whoever has the 
target is 'it'. As 


Forsaken is written with 3D acceleration in 
mind, and supports all the major cards, as 
well as a few more unusual ones. 3Dfx 
Voodoo, ATI Rage Pro, Permedia 2, 
PowerVR, Riva 128 and the Verite 2000 
range are all catered for, as is the 
phenomenal 3Dfx Voodoo 2, which will be 
in the shops soon. Running on the above 
mentioned P266 with a 3Dfx card, I set up 
a debug mode on the game to display the 
frame rate on screen. Even in the midst of 
a full-on battle with several enemies, the 
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n espite the number of four 

wheel racing games out on the 
PC, there remains very few titles 
catering for those who prefer racing 
action of the two wheeled variety. But 
this looks set to change over the next 
couple of months. Although Electronic 
Arts' critically acclaimed Moto Racer was 
the last decent motorbike racing game 
to explode out of the pits over six 
months ago, this is now being followed 
up by Interactive Games' Castroi Honda 
Superbike World Championship, Virgin's 
Superbike World Championship and Ubi 
Soft's Red line Racer. Whilst the two 
World Championship games are 
simulations with real tracks, drivers and 
handling physics, Redline Racer is an 
out-and-out arcade racing experience. 
Before the advent of 3D accelerator 
cards, the term 'arcade racing' referred 
to nothing more than the style of the 
game. Nowadays, it can be translated as 
arcade quality games! The speed and 
graphics that we've become accustomed 
to in the arcade can now be delivered 
on a home PC, as Redline Racer proves. 

Chequered Flag 

Redline Racer is made up of three 
main modes of play; Arcade, Time 
Trial and Network. 

The arcade game takes the form of 
single races where the player is pitted 
against 15 computer controlled racers who 




IN BED 
WITH INTil 


Redline Racer will be one of 
the first games released to 
support Intel's 740 
graphics chip. This new 
chip promises to offer 
superb 3D performance at a 
more affordable price than 
some of today's 3D graphics 
chips. What's more, it has 
the potential to establish 
itself as a clear market 
leader. Mike King, Vice 
President of Criterion 
Studios, commented on the 
Intel 740, "As a leading 
edge 3D game developer, 
we've been held back by 


they must try and beat to the chequered 
flag over three laps. As if that wasn't 
enough of a challenge in itself, players 
must also race the clock and reach 
numerous checkpoints dotted around each 
track before their time runs out. 

At the start of the arcade game, 
players have access to just three tracks, 
but as soon as they win on each of 
these tracks, they will gain access to a 
couple more. Complete these and they 
will be able to race a couple more again. 
All in all there's ten tracks in the game. 

The time trial is basically a race 
against the clock, with players racing 



against themselves (in the shape of a 
ghost car) in an attempt to beat their 
own best times. Without any rivals to 
hinder progress, this provides an ideal 
way to practice and learn each of the 
game's tracks. 

For those after some multiplayer 
racing action, the network game allows 


the lack of arcade quality, 
mass market priced 3D 
graphic accelerators for the 
PC that are easy to develop 
for. From our experience 
with the Intel 740, this is 
all about to change." 




Animated bikes and riders are cnmpiimented by gorgeous 3D race tracks, procedurai textures, reai-time iighting and particte effects. If only every game we saw was this pleasing to the eye! 
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Redline Racer features ten 
tracks in all - here's a 
complete listing with a 
small breakdown of what 
each is about: 

Sierra Dorado - Long 
straights, wide bends and a 
flat, tarmaced surface 
make this the easiest track 
in the game. 

Castle Race Way - A 
tight, twisting forest track, 
this is best suited to bikes 
strong on handling. 

Mount Etienne - This 
snow covered track features 
narrow roads, tight corners 
and a slippery road surface. 

Europe Metropolis - 
With right-angled corners 
and dangerous hairpins, 
this is the most difficult 
track in the game. 

Le Grand Blanc - Sharp 
comers make this a 
demanding course, but there's 
still plenty of opportunity for 
accelerating past rivals. 

Orchard Lane - Set in 
the wooded hills, this 
challenging track has 
some wicked corners. 

Sandy Cove - Set on the 
beach, this track looks 
straightforward enough, but 
has some deceiving corners. 

Tudor Hill - Although on 
the easier side of the 
difficulty spectrum, this track 
has its testing moments. 

Sea Fall Bay - Finding a 
flat radng line is the key to 
success on this beach track. 

Devil's Canyon - This 
wide track is amongst the 
easiest in the game and is 
ideally suited to the 
faster bikes. 



W^itch replays of your finer moments 




up to eight people to race head-to-head 
via a LAN. There's no split screen two 
player game, but the options available 
should satisfy the needs of those after 
some human opposition. Saying that, 
there's enough challenge in the single 
player game to keep people entertained 
for a long, long time. 

Fast and smooth 

Before the start of each race, players 
must select from a number of race set-up 
options. First of all, there's three 
difficulty settings to choose from; easy, 
medium, or hard. Next players must 
choose a bike to race on: At the start of 
the game, players have just two to 
choose from, but as they win races they 
gain access to more. There's eight bikes 
in all, each of which has different ratings 
for speed, acceleration, handling and 
braking. The two bikes players start with 
are not particularly strong in any of these 
four areas, but the ones they reveal later 
on get progressively better. Other than 
giving the player something to aim for, 
the fact that the faster bikes are only 
available after players have proved 
themselves at a certain level proves to be 
a blessing in disguise. The faster bikes 
are incredibly hard to handle and if 


players were to ride these bikes from the 
outset it could make progressing through 
the game exceptionally hard. Instead, the 
game starts players off with the slower 
bikes and as they get better, gives them 
access to the faster ones. Having selected 


automatic, or manual gear transmission. 
Selecting manual gears adds a few extra 
miles per hour to a bike's top speed, but 
this is a luxury available only to the very 
best drivers. 

Having chosen from the various 
selections, it's out on to the track where 
the real fun begins. As soon as the green 
light is given and players tear away from 
the starting line, it's clear that Redline 
Racer \s something special - the tracks 
are fantastic and the gameplay is fast 
and beautifully smooth. The collision 
detection is just about spot on, forgiving 
players a slight brush of a rival bike or 
wall, but punishing them with crucial 
lost seconds should they smack straight 
in to something. The handling of the 
bikes is perfectly responsive and gives a 
well balanced steer. 

One of Redline Racer's most 
outstanding attributes is its wonderfully 
designed 3D tracks. There's essentially 
six different types of track: desert. 
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aLpine, English country Lane, city, race 
and beach. Each type of track boasts its 
own unique features. The desert tracks, 
for example, are amongst the easiest to 


action yet to grace the PC. It needs the 
power of a 3DFX card to achieve this, 
but if you already have one, then this is 
the game to showcase what the PC is 


As soon as the green light is given 
and piayers tear away from the starting iine, 
it’s Giear that Rediine Racer is something speciai 


drive on, what with their flat tarmaced 
surfaces and wide bends. The city track, 
on the other hand, has sharp hair pin 
bends that make it extremely difficult 
to race. So, not only are there three 
difficulty settings within the game, 
there's increasingly difficult tracks for 
players to contend with as well. 

Graphically, Rediine Racer is up there 
with Ultim@te Race Pro as the best the 
PC has ever seen. The textured landscapes 
are wonderfully detailed and the animated 
bikes and drivers look superb. Procedural 
textures such as skid marks and tyre tracks 
add enormously to the game's fantastic 
look, as do the particle effects used for 
spray and sparks. 

One of the best 

The racing genre has been enjoying 
something of a rennaisance recently, 
with Microprose's Ultim@te Race Pro 
leading the way. Ubi Soft's Rediine Racer 
carries on where this breath-taking game 
left off. Its gameplay doesn't offer 
anything particularly new, but it boasts 
some of the fastest, smoothest racing 


really capable off. Put in simple terms, 
Rediine Racer is one of the best racing 
games we have ever seen. Jon 




There’S four differeot views in Rediine Racer, ranging frnm the visor cam, which is best for appreciating the game’s speed, to the panned out aerial view 
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The newest in the Sim series nf entertainment titles takes yen nut tn the savannah nf Africa 
where ynu hecnme a park ranger. Thnugh aimed at kids, Sim Safari nffers a tnugh tactical challenge. 
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hen you see games Like this 
you really wonder where the 
line marks the difference between a kids 
game and an adult game. Kids games 
seem to emphasise Learning, but in 
doing so make adults seem somewhat 
stupid. If you take Sim Safari for 
example, the concept is much more 
adult and serious compared to the 
childishness of playing war, i.e. Dark 
Reign. Sim Safari requires real world 
ecological knowledge, even expertise, to 
succeed and is only aimed at kids I 
expect because they are the only people 
that would be bothered to want to learn 
about such things as ecology and 
endangered species. Good on them! 

Knowledge 

If you haven't done a degree in African 
ecology then the game provides a 
challenge and a half. You have to create 
a safari park complete with animals, 
roads and a tourist centre and try to 
sustain it. Inevitably some species will 
multiply quicker depending on food 
sources, prey, etc. but it is possible to 
control things so that all species 
coexist. Once you have chosen a new 
map on which to build your park you 
can add a selection of animals and 
plants. Each species has different 
requirements, so you will need to 
provide a wide range of flora and fauna 
to keep hunger at bay. Luckily you have 
an ecologist at hand to give you all the 


Aside from the animals you have 
to keep the all villagers happy too 


MAXIS 


OUT NOW 


www.maxis.com/simsafari 
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SB + 100%C 


MOUSE 


population figures, information on each 
of the species and their requirements. 
Without him your park will turn to 
desert very quickly! 

Oisasters 

Just like in Sim City 2000, there are a few 
disasters to give the game some more 
excitement. Swarms of locusts, drought 
and fire will cause havoc, wrecking all 
your hard work if you are not careful. 
Other challenges include the four 
missions - a bit limited you may say, but 
hey, it's only a kids game! In the 
missions you have to save an endangered 
species, control the over-breeding of 
hares, stop excessive poaching and 
rebuild your fire damaged camp. 

Endangered species 

Sim Safari looks Like a kids game, but 
falls short by being far too hard and 
by not being fun enough. The game 
Looks realistic compared to the 


cartoon quality of Sim Town (perhaps 
the better children's product) but 
unfortunately the animals do not 
really behave naturally. They tend to 
just wander about the map and Just 
die without you noticing what's 
happened. The animals that should be 
in herds rarely are and you never see 
any of the animals attack each other 
either. Maybe it would have been 
better to have a pop up warning to 
say your hippos are being over-eaten 
or something. At the moment you 
have to keep on checking with your 
ecologist for such information which 
soon gets tiresome. 

Sim Safari lies somewhere in- 
between a CD-ROM education product 
and a game, pitched neither for adults 
or children. It is difficult to see what 
age range it will appeal to, but with the 
Sim name behind it there should be a 
few punters willing to take a break in 
the wilderness. David 


For information nn all of the wildlife featured in the game have a chat with the friendly ecologist 


A challenging resource 
management game 
for kids, but I wonder 
when someone will be 
bothered to design 
a child-size mouse? 












































only the raising of the Earth in order to make way for an intergalactic bypass could prevent 
Starship Titanic from being a watertight success.” The Daily Telegraph Feb ‘98 


JOIN US FOR THE MAIDEN VOYAGE ON APRIL 2"° ’98 

SOFTWARE RETAILERS EVERYWHERE WILL GET YOU ABOARD 
VISIT www.starshiptitanic.coBFOR iibRE DETAILS 












This in-car view tends tn put ynu 
firmly in the hot seat, very fast! 


ARCADE VS. 


The new game is a big 
improvement in a number 
of ways. Not only does it 
look much better, running 
in high-res 512x240, it 
also benefits from more 
user definable options that 
drastically alter the way 
the game plays. This of 
course adds a good range of 
difficulty to the game, 
meaning that Arcade mode 
is pretty easy (you get 
away with touching the 
grass and smashing the 
opposition) and Grand Prix 
mode with all the assists 
off and damage on is 
extremely difficult. Even 
. the other cars seem really 
aggressive as opposed to 
just following the racing 
line. That is exactly the way 
we like it - making it much 
more realistic and 
challenging can only be a 
good thing. 






EXPLOSIVE 


MUST BUY 


In the arcade version you can use the other cars for braking, leave it really late and take them on the inside - works every time, well nearly! 


his month we have had a few 
new racing games to have a 
blast on, and we have come to the 
conclusion that Formula 1 '97 is the 
best of the bunch. In fact there are very 
few faults to speak of. The speed and 
look of the game are amazing - 
especially in the 'glide' (3DFX) version - 
and all the options make it so versatile, 
user friendly and addictive. 

So let's start with a comparison with 
its predecessor. Formula 1. 

Formula 1 

This game was, and still is a great title. 
Based on the 1995 season. Formula 1 
provided a decent challenge to any 
budding driver. Though the graphics 
weren't as hot as they are today, the 
tracks did look correct, with all the 


The 


sequel to Psygnosis’ 
this 


Formula 1 is a marvel of a game. With the new season well under way, 
is your chance to relive last year’s championship. 


1997 

Calling the game Formula 1 '97 is a bit 
deceiving at first because you 
automatically think it is last year's 
game. Flowever, it is the best way to go 
about creating a game that ties in with 


the sport. You are never going to be 
able to predict all the teams, tracks 
and driver changes, so in some ways, 
why bother? By using last year's season 
they can make the game as realistic as 
possible by including all the tracks, 
teams, rules, tyre specifications, etc. 

The only thing we have spotted is the 
lack of one driver, Jacques Villeneuve. 

For some reason the chap has decided 
to copyright his name, so even though 
Psygnosis had the official Formula One 
license, they had to pull the PlayStation 
version off the shelves and change it. 

So what you get in the game is 
'Williams' rather than Villeneuve. Aside 
from that though, all the tracks seem 
pretty spot on - even Monaco, which 
must be a developers' nightmare with all 
those buildings to draw! 


You want realism? 

Psygnosis have really pulled the stops 
out with the game options. If you want 
to play the whole of the 1997 season 
you can, and we are not just talking a 
token number of laps either. You can 
have the full sixty minutes practice 
session plus the twelve lap qualifying 




mm/ 


right buildings in the right places. 
Unfortunately though there wasn't a 
split screen option, which meant it lost 
out on some serious multiplayer action. 
The major complaint though was the 
fact that there wasn't much difference 
between Grand Prix and Arcade modes. 
Thankfully, it looks like that was the 
first thing Pygnosis decided to correct. 
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round and then the full length race if 
you so wish. Add variable weather 
conditions, the full penalty flag 
system, tyre wear, fuel depletion, 
failures and damage and you have a 
racing simulation parallel to none. The 
only trouble is, it is damn tough with 
all these options on. If you do manage 
to get closer to the front of the grid 
than twenty seconds, you will have to 
drive like a maniac to move up the 
field. So the best thing to begin with 
is not to have all the options on. For 
those that find it hard anyway there 
are a few kind options such as steer 
assist and brake assist that help you 
out quite considerably. 

Another nice new feature is the 
dynamic weather effects. They really 
make a difference to the way the car 
handles. On a rainy day visibility is 
dreadful and you get all the spray from 
the cars in front, making for good use 
of the tear off strips on your helmet. 

Commentary 

Along with the weather effects there are 
a few nice details added to this new 
version of the game. Murray Walker has 
been joined by Martin Brundle to boost 
the commentary, giving it some more 
variety, although Martin comes across as 
being as dry as usual, providing 
technical facts about the sport at 
strange points during the game. Another 
new audio feature is the in-car telemetry 
radio which keeps the pits in touch with 


you at all times. This though amounts to 
a one way conversation that usually 
ends up just being a long nag about low 
fuel and damage to the car, so that can 
get a bit irritating. 

Criticisms 

Not all of the audio is as useful though. 
The music for instance is rather 
disappointing. The intro soundtrack 
bares no relation to any Fleetwood Mac 
tune, it's more like a classical rendition 
of Swan Lake. In-game is no better 
either - very bad rock with awful solo 
sections screeching through your 


speakers, dying to be turned down or 
off. It's lucky they have added a CD 
Player feature so you can choose your 
own tracks. 

These aesthetic elements in the 
game are excusable and we are lucky 
there isn't anything more major to 
complain about. Other niggles 
perhaps would be that the 
acceleration of the cars when using 
keys in automatic gear mode is far 
too abrupt, making the driver look 
like a learner twenty lessons before 
his test. This is not noticeable when 
using a joypad or steering wheel, so 
bear that in mind. 

Compared to other racing games in 
general, the 3DFX version is maybe 
not as good looking as Redline Racer, 
and the physics engine, although very 
good, may not match up to the 
realism offered by Papyrus' Grand Prix 
Legends, with its gyroscopic three 
dimensional effect that alters how the 
car reacts to track elevation and speed 
changes. In a head to head with Ubi 
Soft's FI Racing Simulation, I reckon 
Psygnosis come out on top. Mainly 
down to the game's versatility and the 
fact that it uses the 1997 stats rather 
than those from 1996. Formula 1 '97 
is currently the best racing simulation 
of its kind, but with Jeff Crammond 
currently working on Grand Prix 3, 
who knows how long it will stay in 
pole position. David 




Accidents do happen; cars bump intn the back of you, hit the barriers and you’ll slow down drastically and if you go on the grass and you can kiss the trophy goodbye 





Finely polished cars give the game an 
excellent finish, it’s just up to you 
to make it past the chequered flag! 



The best Formula One 
racing game on the circuit 
- fast, exciting and 
very realistic. 


V t H D I C T 

91 


OUT OF 100 


Ciny 

Tiny Computers Limited 


THE BIG COMPUTER SPECIALISTS 


APRIL 1998 I ISSUE EIGHT I ULTIMATE PC 





































neBBruaLlon Porn | Please reserve me a copy of the First Issue of PC Force at the amazing price of £1.95 


If you wish to receive a copy of |]][|]U[] 

or want to place a regular order for 
‘The ideal companion for dedicated PC gamers’ 
then hand this form into your local newsagent. 
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Feel the force with these examples of our in-depth review style. 
Each review is packed with information and Is written by an 
experienced games journalist - plus PC Force’s dynamic design 
displays the graphical qualities of the title to the full. 
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Every issue will contain all the latest releases, reviewed and rated. 
From stunning six-page exclusives on the biggest titles to entertaining 
spreads on all the other games available that month, PC Force is 
the perfect magazine for PC gamers. 
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is to find out more about the latest big releases? 
Ulell read on, the ansmer to your prayers may be at your fingertips... 
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Interplay prove that the apocalypse is not jest another 3D card sent to try os, 
hot is in fact moch more daunting. Roie-piay yoor way throogh a post-nociear war torn pianet 
in a search for survival. You may find just what you are iooking for aiong the way. 



lEVEL HEiDED 


Fallout is made up not so 
much of levels but a 
number of sections - small 
parts of a greater map. The 
good thing about the 
travel in the game is that 
even though you can visit 
each single hex on the 
map, you can travel long 
distances quickly without 
passing through each 
section. For instance, you 
begin the game outside 
Vault 13, but you can 
easily visit Vault 15 (miles 
away) in a few steps. I was 
met by two hungry 
Rapscorpions in the middle 
of a desert at one point on 
the way, but nothing that I 
couldn't handle. This 
removes the tedium from 
the game, meaning the 
fifteen locations are 
accessible pretty much 
from the very beginning. 
What blessed relief. 




O dmittedly the storyline is 

certainly not the most cheery 
of subject matter, but these days we 
don't expect anything more, or less for 
that matter. The idea that the world 
could end with a single push of a 
button does make you think a bit 
(although in most films it takes two 






men to push a button or turn a key! 
Must be lack of nutrition). 

What with all the folklore and myths 
about the new millennium, it's 
refreshing to learn that Fallout actually 
takes place about seventy years after 
that point. That means by my crude 
calculations that most of us here will be 
pretty close to kicking it anyway, so 
that's a relief. So with that in mind this 
may be the only chance we've got to 
witness exactly what it would be like to 
live through a nuclear disaster, and with 
Fallout's role-playing characteristics, it's 
all quite scarily believable. 


Your world oeeds yoo 

The game sets itself apart from the rest 
right from the outset. You are introduced 
to the game in an excellent cinematic 
sequence that echoes some war-torn city 
decked out 50's style. Unfortunately for 
you, you're situated in Vault 13 - a US- 
made bunker built to withstand nuclear 
impact. With three million tons of soil 
overhead there are only a few things 
that can go wrong, and in this case 
collapsing is not one of them. The 
problem is that your particular vault is 
running out of water fast, so your task 
is primarily to find a controller chip for 
the purification unit to keep up your 
supply of fresh water. The great thing is 


that you can go out and try to find one, 
but you are essentially free to roam 
around wherever you wish. That is the 
beauty of this game; it's not linear in 
any way, and the depth of 
characterisation and environment 
make it well worth playing. 
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Role reversal 

The characters have all the attributes of 
futuristic heroes. There are three to 
choose from, but each is totally 
malleable if you prefer to modestly base 
your character on yourself. Your skills 
grow throughout the game as you learns 
new tactics and gain experience. This is 
easily implemented, but it is often the 
shell that lets a game down. In this 


case the inventory system and shell 
generally make weapon selection easy 
and the mouse functions are 
straightforward, which is more than I 
can say about controlling the other 
rodents in the game. 

A turn-off for many people will be 
the turn-based style of combat which 
is kind of slow compared to nearly 
every other game bar Tone Rebellion. 



The geekiness of RPGs is not really a 
factor with Fallout; the style and 
storyline make sure of that. It is far 
more serious and there are no 
dungeons or any dragons to speak of, 
though the Rapscorpions are as 
aggressive as any Nessy lookalike! 

In fact there is really not a great 
deal wrong with this game. It compares 
well to the Ultima games, although I 


can't say which has the larger 
environment - Ultima Online obviously 
wins over with its multiplayer 
capability. Perfect Assassin also springs 
to mind, but luckily Fallout looks a lot 
better and is significantly more 
interesting. Even though the game looks 
similar to Diablo there is much more to 
get into here aside from killing - to be 
honest the warheads seem to have done 



enough damage as it is. Though the 
graphics don't benefit from the 
immersiveness of 3D adventures such as 
Riven and the like. Fallout is still 
detailed enough to grab your attention 
at all times. The only real annoyance is 
the slight repetition regarding 
characters' speech and the nature of 
some of the map designs. 

Being the first true role-playing 
game we have seen in ages. Fallout is a 
real breath of fresh air. All that 
Command and Conquering has left a 
gloomy cloud over our eyes as far as 
originality goes, and it's good to see 
something new coming out that brings a 
fresh approach to adventure gaming. In 
fact, if people get too into this game, 
locking themselves away from the 
outside world, then they may just find 
themselves walking out of the house one 
day to face a similar situation. This 
post-nuclear adventure will certainly 
make an impact on a few people's lives, 
whatever happens in the future. David 




The idea that the world could end with a single 
push of a hutton does make you think a bit 


Even though the fighting action is turn-based there is still enough excitement to get you worried. A wide array of weapons also gives impressive results 





The conversational element 
means you can be polite before 
wasting mere acquaintances 



A role-playing game for 
the next millennium, well 
worth trading in your 
Fighting Fantasy books, 
pencils and hundred sided 
dice for the pleasure 
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Reckon you coeld keep calm flying at around tkree hnndred kilometres an hnnr, 

at an altitnde of abont a hundred feet? 




for a full instaLL The interface is intuitive 
and easy to use, with all the menu options 
readily to hand. The main menu consists of 
five buttons: Start Race, Plane Set-up, 

High Scores, Options and Quit Start Race 
takes you to another menu offering a quick 
race, a ghost race or a championship. The 
quick race is as it sounds - you can 
practice any circuit for as long as you like, 
and take my word for it, you will spend a 
ridiculous amount of time here, as all but 
the first track are very, very hard indeed! 
The ghost race lets you race your 'ghost as 
such - not much use for anything else but 
seeing how you fly and hopefully learning 
from your faults. The championship mode 
lets you pit your skills against seven other 
planes over a series of five circuits, with a 
cash prize for the first three over the line. 


The buildings in the game are 
surprisingly 3D cnmpared tn 
ether flight sims, makes a change 


around a set circuit of a dozen miles or 
so at an altitude of anywhere between 
fifty and a couple of hundred feet! It 
tends to be mainly for the rich 
adventurous type - ex-pilots and the like 


This is what Plane Crazy is all about, 
except that you cannot win by flying skill 
alone, you have to make use of the 
power-ups scattered around the courses. 
Which is a shame because it plays really 
well, and the actual flight physics are 
amazingly realistic. 


The interface is intuitive and easy tn use, with 
all the menu nptlnns readily tn hand 


nybody heard 
of pylon 


racing? Well, for 
those who 
haven't, it's an 
incredibly dangerous 
and even more expensive hobby for 
serious, (but quite mad) aviators. It 
entails flying a very fast stunt plane 


- probably with more 
money than sense, as 
the average prize for a 
win is not usually even 
enough to cover the price of a service, let 
alone damage repair - or in the worst 
case scenario, a total rebuild! But then, 
what a rush! 



Speed is everything 

To install the game you will obviously 
need a CD Rom drive and at least fifty 
megs of hard disk space, or eighty megs 



Graphically speaking 

One very strong point in the game is the 
graphics - with a 3Dfx accelerator on board 
it's blinding, with serious details and 
textures that will blow you away! Plane 
Crazy is fast, smooth, and very realistic, 
with air turbulence all over the place - 
mainly when you could really do without 
it! For instance, on the Dockland Dive 
circuit there is a section where you have to 
fly through a series of large chambers and 
over the top of large powerful fans that 
blow upwards. This doesn't sound too hard 
until you consider that the only ways in 
and out are through openings immediately 
above the fans, and they aren't much 
bigger than the planes themselves! 
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Sixteen seconds left and the 
checkpoint is just in sight - only 
the best will make it through 


it offers the player the biggest challenge, 
through subways, in and around tightly 
packed skyscrapers with no clear indication 
of which direction to head in next and 
even straight through a shopping centre. 
Considering that all my descriptions 
are of the tracks in EASY mode. I'd 
hate to think what they're like on 
the harder settings! 

All in all Piane Crazy is a very 
playable game with lots of potential. The 
flight mechanics are brilliant and the 
graphics are wonderful, especially with a 
3Dfx or similar accelerator board, but the 
fact that it's so hard spoils it somewhat. 

I think people will become too frustrated 
with it before they have a chance to 
complete the thing. Graham 


The tracks themselves get progressively harder as the game goes on. Some include very tight turns and valleys and you are often told to stay low 


All in all Plane Crazy is a very playable game 

with lots of potential 


Dockland Dive, Monument Rush, Volcano 
Rapids, and last but certainly not least, 

Sin City Run. 

The first and easiest of the tracks is 
Border Dash. Set in the desert, this course 
is surprisingly easy once you learn it. There 
are a couple of slightly tricky bits - falling 
columns, low bridges, that sort of thing. I 
managed a first after about half a dozen 
tries, so it can't be that hard! The second 
course however, is a completely different 
ball game altogether. From the outset it's 
bloody hard - I've yet to see the finish line 
at all, let alone in a reasonable position. 
Admittedly it's very dramatic, with large 
flaming towers, underground railways and a 
myriad of pipework and dockside cranes, 
not to mention the odd air currents and 
the fact that you have seven other players 


cause no end of trouble. Combine that with 
a veritable sea of massive rock columns 
and a drop of fog and you are left with a 
very fast, but very dangerous circuit. The 
fourth course. Volcanic Rapids is a 
nightmare - horrendous twisting river 
trails, lots and lots of molten lava, and a 
bit of rock fall thrown in for good measure. 
The last course. Sin City Run, is the hardest 
of them all - set in a night time cityscape. 


I'll say one thing though, it would be 
nice to be able to drive round the courses 
in something like a four wheel drive, as 
the sights would definitely be something 
to write home about; fast moving waters 
hurtling through tight canyons, cascading 
over magnificent falls, rivers of molten 
lava making their slow and inevitable way 
through torturous underground tunnels, 
impenetrable and unstoppable, offering 
death at the slightest touch. Now before I 
get too carried away. I'll give you a quick 
run down of the five tracks on offer in 
Plane Crazy; they are. Border Dash, 


all 

looking 
to make this 
the worst day of 
your life! The third course is 
not quite as bad, set in one long 
canyon with all sorts of wind conditions 
thrown in for good measure - crosswinds, 
downdraughts, and general turbulence can 
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At the end of the day 
it's a great game, 
but you have to work hard 
at it to get to grips 
with the controls. 
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Senper H 


So, you think you’ve got the skill and the strategy 
to take on the Doited States Marine Carp? You’re sure gonna need it! 


DIY Af ITS 

M 

lOST 






In keeping with the 
general trend. Semper Fi 
comes complete with a 
full scenario editor to 
really give it some extra 
versatility. As always, the 
player starts off with a 
completely blank terrain 
map ready to be bought to 
life. You can create any 
kind of landscape you care 
to dream up from these 
basic building blocks: 

First choose a terrain 
type from Temperate, 
Arctic or Desert. Then, 
depending on what was 
picked, you can add 
further detail onto your 
map, like grass, brush, 
jungle, snow, water, 
oasis, high dunes, light 
or heavy woods, and 
various sized communities 
- farm, village, town, city, 
or fort. Once the land 
area has been designed, 
units can then be placed 
on the map. 

The units are divided 
into four distinct 
categories: Infantry, 
Vehicles, Helicopters and 
Off-Map forces. Each 
section contains a number 
of different units, ranging 
from a simple rifle squad 
or a recon infantry 
platoon in the infantry 
section to the awesome 
abilities of a US Marines 
tank platoon or the 
offensive capabilities of 
an offshore battleship. 




O ver the last few months 
Interactive Magic have 
introduced a number of turn-based 
strategy games into the market, some 
with resounding success, some not 
quite so. Semper Fi is somewhere in 
the middle, with enough useful 
features and playability to overcome 


most of the annoying little niggles in 
the system. 

The game is introduced by a short 
animation sequence to ease the player 
into the feel of the game. This then opens 
straight into the main menu which 
consists of four options: Play Scenario, 
Play Campaign, Build Scenario and Exit 


Game. Each one is accompanied with a 
rather weak animation when the mouse 
pointer hovers over it, (but then, it's only 
a menu). The Play Scenario option is for 
playing a single engagement out of a 
possible fifteen different adventures, 
ranging from a quick mission to rescue a 
handful of prisoners of war from guarded 
enemy positions, to defending an entire 
city from several tank battalions whilst 
heavily outnumbered. If however, the 
need for something a little more 
challenging comes about, then the Play 
Campaign should do the trick. This is 
really what the game is about; to pit skills 
of strategy and planning against those of 
an opponent, (human or computer) over a 
series of demanding and diverse scenarios. 

Right away, sir! 

Once the player has chosen a scenario 
or campaign, they will be taken to a 
briefing screen where a detailed 
description of the mission and its 
objectives will be displayed. One little 
point here though... where are the 
people? The briefing room is completely 
empty (so why the chairs?) apart from 
the geezer with the pointy stick 
showing you the mission! At this point 
there is still time to chicken out and 
choose another scenario simply by 
clicking on the 'back' item, but other 
than that it's time for battle. 
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‘Ever faithful?’ Any readers who 
know more Latin than me please 
write in and tell us what it means 
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If you like turn-based 
games, you'll love this 
one. It offers a reasonably 
intuitive interface 
with a good selection 
of original features 
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Tiny Computers Limited 


THE BIG COMPUTER SPECIALISTS 


The white stuff is snuw, the grey stuff isn’t, and the lines are mostly roads. Or rivers. Hex-mapped turn-hased wargaming is all about attention to detail 


particular hex. The file options consist of 
Save Game, Quit Game, Mission Goals and 
Game Preferences. 

A slice of time 

Although Semper Fi is a turn-based game 
it uses a slightly different method to 
most others of this genre in that each 
turn is divided again into a series of 
phases. In any one phase the player can 
activate one of their leaders, identified 
by the flag on the unit, and by doing so 
can move and fire any units that are 
under the command of that leader (as 
long as they conform to a couple of 
rules!). Or they can move and fire one of 
their units. Movement and firing are 
made easy by means of coloured hexes; 
if a unit is activated, (it will have a red 
border around it), it will be surrounded 
by an area of coloured hexes. The unit 
is allowed to move anywhere within the 
blue area, and the red area represents 
its firing range. Terrain makes a big 
difference to both movement and range 
- obviously, the more rugged the 
ground, the greater number of 
movement points will be needed to 
traverse that area. Roads improve 
moving dramatically as they negate 
terrain effects. Only while starting and 
finishing on the road mind you! 

All the usual rules of war apply to 
the game - line of sight, morale, supply 
lines and lack of ammunition, to make 
it as realistic as possible. Semper Fi is a 
very playable war sim with some nice 
features and an excellent and original 
use of phases during the turn. Graham 


The game screen is made up of four 
areas: the action screen, the mini map, 
the tabs and the information strip. The 
action screen is made up of hexes - 
these cover an area of about three 
hundred metres wide by the same high, 
which makes the whole game area over 
three hundred kilometres square! 

Unit details 

The mini map shows the whole land map 
along with various information that can be 
toggled, like units, roads, rivers and line of 
sight To the right of the combat area is 
the tabs section. These are divided into six 
sections. Command, Off-Map Forces, Force 
List Unit Terrain and File options and 
Mini Map Preferences. The command tab 
contains the following statistics: weapons 
available, ammunition monitor, unit 
firepower remaining, opportunity fire, 
load/unload transport, activate company, 
unit morale state, a picture of the unit and 
its name. In some scenarios the player 
may be able to call indirect fire. 


This is where the off-map forces 
option comes in, from here you can fire 
a barrage or fire smoke. You can also 
see the firepower, missions left, (how 
many attacks it has left), and see what 
the unit actually is, like a Harrier jump 
jet or a naval battleship for instance. 
The player can, at any time, take a 
look at their units and the command 
structure by clicking on the Force List. 
It's laid out in a kind of directory tree 
structure, with the leaders (designated 
by a 'plus' sign) above the units they 
command. If any unit is destroyed it 
will stay on the list but marked 'out of 
action.' The unit tab is for gathering 
detailed information about each and 
every piece on the board, including its 
name, the weapons carried, (range and 
firepower), the unit's close assault 
strength, its improved defence 
potential and transport stats, if 
applicable. The terrain tab is pretty 
self-explanatory - it covers all the 
details of the terrain type for that 
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Fantasy artist Rodney Matthews flexes Ms inuseles In the game world hy giving Shatow Master 
a sharp look. Rot will the game ItseR five up to that sort of standard? 




Nice graphics, shame about the gameplay... 
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Shadow Master, even with 
the help of Rodney 
Matthews' halfway 
impressive graphic designs, 
suffers badly from 
mundane gameplay 


Ciny 


Tiny Computers Limited 


he title originates from an evil 
I overlord that invades your home 
planet of Silvan in the hope of taking 
over this pleasant land. So basically we 
have an invasion on our hands and the 
buck doesn't stop there - seven worlds 
altogether are under attack, so you will 
have to visit all of them before you 
eradicate the marauding hordes. In some 
ways this simplicity saves time - you 
don't have to read manuals for ages to 
work out what you have to do, just get 
out there and fight. Apparently there are 
elements of puzzle solving within the 
game, but essentially it's just combat. 

In an attempt to try something 
different they have chosen to sit the player 
in a vehicle as opposed to the traditional 
first-person on foot routine. This is a good 
idea in theory, and Forsaken seems to have 
taken on the same challenge valiantly, but 
for some reason Psygnosis seem to have 
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missed the mark, partly because the craft is 
not as versatile as the anti-grav bikes in 
Acclaim's title, meaning you can't turn 
upside down. You also feel very wide and 
vulnerable, and not being able to hide 
behind things easily means that firepower 
becomes very important. 

Cannon and Ball 

So what do you have in the way of 
weapons? Well, at all times you have the 
choice between Primary and Secondary fire, 
with the option to use both simultaneously 
(Imperative). There isn't the selecting we 
are use to with other shooters like Hexen. 
The standard weapon is a Laser Cannon, 
which is rather poxy. The Photic Cannon is 
a medium range gun and the Machine Gun 
is your long range beast. Aside from these 
you have a Missile Launcher, which is 
impressive, a Quake-esque grenade launcher 
and a Railgun, but that is pretty much your 
lot. Clearly not a massive arsenal, and the 
weapons you do have don't sound 
impressive enough by half. 

Cannon fodder 

The enemies are one of the saving graces 
of the game. They explode well but 
don't seem to have a blood supply, 
which will please a few parents! 

They do look realistic but are 
generally slow old mindless 
beasts that just get in your way 
- not very scary at all. 



The control system in Shadow Master 
is simpler than Quake with no use of 
the mouse, but that means you always 
have to be facing in the direction of the 
enemy to shoot them and it is this that 
makes the game relentless. When you do 
get going forward after a kill and then 
have to stop when an inconsiderate Drill 
Drone pops into view, you end up 
speeding forward as if you were on 
skates. In fact you soon get used to 
where the aliens will jump out of and 
how many of them will jump at you 
next, and as soon as you get that with 
a game then it's pretty much over. 

Here we have a game that has a lot 
of potential but unfortunately seems to 
have forgotten to deliver the goods. 
Psygnosis did a good job of the graphics 
in G-Police, but again, like Shadow 
Master, the gameplay (lack of mission 
variety) seems to have let them down. If 
you want a first-person action game in 
an armoured vehicle then buy 
Battlezone, because there's much more 
to it. And if you want a first-person 
shooter with punch and excitement buy 
Quake IL Otherwise think carefully 
before you part with your money. David 
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The Golf Pro 


Empire interectiK’s Hie Helf Pro kas fieally arrhek, but does tt sink a birdie, 

or bele out for a disappointiui boiey? 






Playing from the bunkers is never 
easy - a firm but accurate shot 
is needed 




methods have involved pulling the 
mouse back, to simulate the backswing 
and then thrusting forward to hit the 
ball, but The Golf Pro quite literally goes 
off in a new direction. 

Empire's game uses a new swing 
which requires players to pull the 
mouse to the left, or right (depending 
on whether the player is left, or right 
handed) for the backswing and then go 
the other way to hit the ball. The idea 
is that a golf swing is more of a 
sideways action, rather than a 
backwards and forwards one. In this 
respect. Empire seem to have made a 
good point and the game certainly 
gives the player a more realistic feel of 
playing a shot. Learning to use this 
new swing is a matter of perseverance 
and patience. It takes some getting 
used to, but once you have it sussed 
then it's something of a revelation. 

There are two other interesting things 
about The Golf Pro's swing. Firstly, there's 
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Gameplay 

With so many golf games currently doing 
the rounds, differentiating between them 
is not always easy, with most games 
playing in a similar vein to all the 
others. Since Leaderboard appeared on 
the C64, just about every game in the 
genre has used the traditional three click 
method for the execution of strokes. If 
you're unclear how this works, it 
basically entails players clicking once on 
the mouse to start their backswing, then 
clicking again when they've swung back 
to the appropriate power and then, 
finally, clicking to snap the ball in the 
right direction. Although this method 
has been tried and tested for years, 
there's been a growing move towards 
new ways of stroke play which require 
more skill from the player and simulate 
the actual motion of a golf shot better. 
Up until now, all of these new 'swing' 


sw NG 


riptionsBnW— 

Players can call up an overhead view of each hole, so that they can plan the length and distance nf their shnts trnm otf the tees 


O olf games are one aplenty on 
the PC. PGA Tour Pro, Jack 
Nicklaus 5, Bntish Open Golf 
Championship, Sierra Sports Golf and 
Actua Golf 2 have all been reviewed in 
UPC over the last few months with each 
scoring reasonably well. Electronic Arts' 
PGA Tour Pro currently heads the 
leaderboard, but Empire Interactive 
have teamed up with the archetypal 
Golf Pro, Gary Player, to mount a serious 
challenge to the game's lofted position. 


































more emphasis on the follow through 
than IVe seen in other games. As well as 
the backswing, downswing and snap, 
players have to follow through to get the 
power they want. Secondly, unlike other 
games, there's no option to play using 
the more traditional three click method. 
Although the game's swing method works 
very well once you have it sussed, 
there'll undoubtedly be some without the 
patience needed to come to terms with it 
and for them there's no alternative way 
to play the game. 

The Golf Pro offers players the chance 
to tame the holes of two courses: St 


Mellion in Cornwall and Hilton Head in 
South Carolina. Both of these courses 
has been recreated in painstaking detail 
(hence the fact the game comes on four 
CDs) and look absolutely superb. The 
fact that there's only two courses is a 
big disappointment, but at least the 
quality of the pair is outstanding. Each 
course also presents a unique challenge. 
St Mellion, with its undulating holes 
riddled with steep banks, gullies and 


Player about how to play shots from 
various positions on any given hole. 

Options 

Aside from the practice mode. The Golf 
Pro features three main modes of play: 
Match play, Strokeplay and Stableford. 
Matchplay is a straight head-to-head 
where the player with the lowest total 
score wins the game. Strokeplay is 
played hole-by-hole, with the player 
with the lowest score on each hole 
winning that hole. Whoever wins the 
most holes wins the game. Stableford is 


The Golf Pro is ao eotertaiomo flolf slot with some 
bio ploses, hot it coold have beeo so much more 



rising hills, is a demanding course where 
accuracy off the tee is essential. Hilton 
Head is on more of a level, but trees line 
the fairway and bunkers surround the 
green making approach shots to the pin 
a test of line and length. Both courses 
are fairly unforgiving, but should players 
find themselves struggling, there's 
always the practice mode where they can 
get helpful hints and tips from Gary 



As you cao see, The Golf Pro’^ courses are superb recreations of the real ones but why have only two? 


a handicap game which allows players of 
varying standards to play against each 
other. Again, the player with the lowest 
combined score after all the holes have 
been played wins the game, but thanks 
to the handicapping system, an average 
player still has a chance of beating a 
good one. Up to four different players 
can participate in each of these modes 
of play, either on the same PC, or via a 
network. There's no Internet multiplayer 
options and no tournament mode either, 
the inclusion of which would have made 
The Golf Pro a much stronger title. 

Summing up 

With so many golf games currently 
available on the PC, any new ones 
hoping to gain a place on the 
leaderboard have to offer something 
quite special. The Golf Pro achieves this 
with its innovative method of stroke play 
and two wonderfully detailed courses. 
However, it has its shortcomings too. 

For starters, two courses is just not 
enough, no matter how fantastic they 
look. Also, more gameplay options, such 
as a tournament would have made the 
game much stronger both as a single 
player and multiplayer proposition. As it 
is. The Golf Pro is an entertaining golf 
sim with some big pluses, but it could 
have been so much more. 3on 






Gary Player is on hand to give 
advice about how to piay some of 
those trickier shots 



One of the better golf 
sims on the market, 
but would have profited 
from more options 
and features 
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Black Bah a 


Set against a dark background at approaching war and a city in fear of a seriai kiiier, 
Take 2’s BM BaUla perfectiy recaptnres the atmcsphere at fitm noir. 







hen it comes to graphic 
I adventures, it has to be said 
that you either love them or hate them. 
If you are in the later camp, then let's 
face it, you shouldn't bother even 
reading the rest of this review. 

However, if you appreciate interactive 
storytelling at its best, then you will 
absolutely love this game. With eight 
CDs worth of puzzles full of mystery and 
intrigue, and superbly made full-motion 
video seguences featuring some well 
known Hollywood names, such as Teri 



Garr and Dennis Hopper, this is 
undoubtedly the best graphic adventure 
yet seen on the PC. 

History lesson 

Black Dahlia is based on actual 
historical events. In 1941, while 
Europe was being torn apart by the 
ravages of World War II, America sat 
on the sidelines, prevaricating over 
joining the conflict. Paranoia was rife, 
and Nazi spies were suspected 


mutilated and dismembered. This killer 
was never caught, and to this very day 
the crimes remain unsolved. This grisly 
story is woven into the plot of Black 
Dahlia. The title comes from the 
nickname the press gave to one of the 
killer's last victims, the famed beauty 
Elizabeth Short. 

Easy actor 

It is obvious from the outset that a 
huge amount of work has gone into 
the production of Black Dahlia. For 
starters, it makes a pleasant change to 
see in-game FMV with real actors, who 
can really act. All too often, the 
performances found in computer game 
video clips are wincingly bad, 
bordering on laughable. Not so in 
Black Dahlia - Darren Eliker, who 
adopts the role of the player character 
Special Agent Jim Pearson, is perfect 


In the midst of this horror, a seriai kiiier 
staiked the streets of Cieveland 





everywhere. In the midst of this 
horror, a serial killer stalked the 
streets of Cleveland. Labelled by the 
■press as The Torso Killer', this monster 
preyed on homeless vagrants and 
prostitutes, leaving his victims horribly 


for the part, combining just the right 
proportions of naivety and 
intelligence. The other actors are 
equally convincing, including Dennis 
Hopper at his nutty best as Pearson's 
now insitutionalised predecessor. 



This couid he a case for Muider and Scuiiy. In the traditional detective’s uniform of orey overcoat and trilhy, the intrepid Special Agent Pearson attempts to find out if the truth really is out there 
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Conspiracy buff 

In fact, it would perhaps 
be better to describe this 
product as an interactive 
movie. The plot is full of twists as you 
find yourself uncovering what appears 
on the surface to be a Nazi conspiracy. 
Naturally the actual gameplay is 
somewhat linear - that is in the nature 
of graphical adventures - but this is 
hidden by the unexpected turns your 
investigation is inclined to take. 
Mercifully, there is not too much of the 
fruitless running around in circles often 
found in games of this sort, and the 
puzzles can always be solved using logic 
and deduction, which also makes a 
refreshing change from the rather 
annoying non sequiturs of titles such as 
Monkey Island and Broken Sword. 

Fight for life 

The temptation is there to compare this 
game with the other big new graphic 
adventure recent release. Riven, but to 
make such a comparison would be to do 
both games an injustice. While Riven is 
certainly very pretty, Black Dahlia is 
unquestionably more involving, and 
unusually for games of this type, 
contains more action. There is one point 
in your investigation where you are 
forced into a gunfight to the death with 
one of the villains, played out in real¬ 
time from a first-person perspective - 
not the sort of thing you'll be likely to 
see in most other graphic adventures. 
The game with which it bears the 
closest comparison is Westwood's 
excellent Blade Runner, although Black 
Dahlia is considerably less frustrating. 

Puzzling stuff 

Most of the seventy-odd puzzles in the 
game are far from obvious, and you will 
really need to keep your eyes open at all 
times. There are clues lying about in 
some unusual places, and some that will 
severely test your powers of observation. 


There are also puzzles which 
will require making notes and 
sitting down with a pipe and a 
violin and thinking very hard for 
a while, but that is half the 
attraction of the game. It 
requires the player to use many 
of the skills and techniques of 
a real investigation, calling on experts 
in relevant fields, interviewing witnesses 


Big pruductinn 

Black Dahlia has many technical 
features which set it apart from other 
games in this genre. There are over 
eighty game locations, which are all 
rendered in realistic 3D, and within 
each location you can rotate your 
view through a full 360 degrees 
around, as well as up and down. 
Within the 3D view, characters and 
objects are animated, and move as 
you watch. You have a high degree of 
freedom to move about within each 
location. The enormous size of the 
game means that it comes on no less 


There are over eighty game locatioos, 
which are ail rendered in realistic 3D 


and fitting together evidence to solve 
the mystery of an ancient occult 
conspiracy which threatens the very 
future of the world. 


than eight CD-ROMs, or one DVD. 
Black Dahlia has the distinction of 
being the first game to be presented 
on this new format. Cliff 



HEviewL 


rilM NDIB 


The main elements which 
characterise the cinematic 
style known as film noir are 
femme fatales, tired 
heroes, a theme of 
violence, a nightmare-like 
atmosphere and a 
distinctive visual style 
which all combines to 
disorient the viewer. Classic 
examples of the genre 
include Double Indemnity, 
Gun Crazy, Shadow Of A 
Doubt, The Postman Always 
Rings Twice, Breathless, 
Stray Dog, Dark Passage, 
and The Lady From 
Shanghai. Although some 
critics claim that the genre 
died out in the 1950's, 
there are some more 
modern films which have 
used film noir elements to 
great effect, such as The 
Grifters and Chinatown. 



Take 2 Interactive's Black 
Dahlia is an outstanding 
game, redefining the 
limits of its genre, and 
well deserving of one of 
our highest awards 


VERDICT 
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As you look through this magazine you will undoubtedly 
notice other adverts for other mail order companies. So what 
makes us different to any of them? Well, how about this..... 


PRICE !! 


You should find Gameplay to be the cheapest supplier 
of PC games in the country. However, we can't look 
everywhere at once, so if you do find a better price, please 
ring us and we will do our best to beat or at least match it. 
On top of this, we offer a FREE 1st Class delivery service 
and we don't charge for membership if you are buying by 
mail order so there are no"Hidden charges". The price you 
see is the price you pay! 


CHOICE !! 


Just take a look at this advert! 2 pages crammed with 
software and equipment! We try to stock every game 
available and if it's not in stock when you ring we should 
be able to get it for you fast. 


PRICE! CHOICE! 


ff^TAILER! 


THESE MADE US O 
OF COMPUTER SOFTW 


QUALITY !! 


All items are fully guaranteed by both Gameplay and their ' 
manufacturers. Any product that becomes faulty within its 
warranty period will be replaced hassle free, quickly and 
efficiently. 


SERVICE 


Delivery time is normally within 2 working days and our 
packaging has been specially designed to ensure that your 
products arrive in perfect condition (we do not use Jiffy 
Bags!). Also whatever your needs we can help you make 
the right choice. Our salesmen are all enthusiasts and do not 
make commission, so they can give you completely impartial 
advice. Remember, if you don't like it you don't have to 
keep it so we make sure we tell you the truth! 

These an the qualities that have math us 


Why not visit our 
CLUB SUPERSTORE IN LEEDS AT THE 
ADDRESS ON THE ORDER FORM! AlL ITEMS IN THE 
STORE ARE AT THE SAME DISCOUNTED PRICES AS OUR 
MAIL ORDER DIVISION. 


THE HOTTEST GAMES AT THE COOLEST PRICESli 




FREE GIFTS 



WITH EVERY ORDEIE 

EVERY TIME YOU PLACE AN ORDER YOU MAY CHOOSE A 
PIECE OF SOFTWARE FROM OUR FREE GIFT LIST OF 
SOFTWARE AND ACCESSORIES. THERE IS A LIMIT OF ONE 
FREE GIFT PER WEEK BUT NO MINIMUM ORDER VALUE 
TO QUALIFY. SECONDLY, YOU WILL ALSO RECEIVE OUR 
LATEST CATALOGUE PACKED WITH MORE OFFERS.' 
M«i»tM«TD^FC»yaiflgsonvu^^ 

2 Good 2 Be True - Includes Ultimate Soccer Manager 
2, Earthsiege 2, Caesar 2, NASCAR 2, Pinball 2E26.99 

3D Ultra Mini Golf.£13.99 

3D Ultra Pinball 3.£21.99 

3rd Millenium.£28.99 

688i Hunter Killer.£28.99 

ActuaGolf2.£25.99 

Actua Ice Hockey.£25.99 

Aqua Soccer Club Edition.£9.99 

AauA Soccer 2.£24.99 

Age of Empires.£3^99 

AH64-D Longbow 2.£28.99 

Air Warrior 3.£26.99 

Amiga Emulator CD (100s of Amiga games) £14.99 

Apache Longbow & Hind Double Pack.£14.99 

Area 51.£17.99 

Armoured Fist 2.0 (Win '95).£28.99 

Atlantis.£28.99 

Atomic Bombeiwan.£17.99 

Back TO Baghdad.£17.99 

Baku Baku Animal.£16.99 

Balls of Steel.£20.99 

Bahlecruiser 3000AD.£9.99 

Bahle Isle 4 - Incubation.£21.99 

Bahles OF Alexander ...£25.99 

Beasts & Bumpkins ... ...£24.99 

Blade Runner.£23.99 

BLOOD. £17.99 

Bridge AAaster Classic with Omar Sharif.£29.99 

Broken Sword 2.£25.99 

Bust A Move 2.£16.99 

Capitalism Plus.£25.99 

Carmageddon.£18.99 

Carmageddon Spiat! Pack.£13.99 

Cart Precision Racing (Microsor).£33.99 

Catz2.£16.99 



BAniEGROUND 

Battleground Ardennes . £19.99 

Battleground Antietam . £24.99 

Battleground Bull Run . £25.99 

Battleground Gettysburg.. ..£22.99 

Bahleground Mapoleon . £25.99 

Battieghound Shiloh . £19.99 

Battleground Wahrloo...£16.99 


Championship Manager '97/'98.£17.99 

Chasm - The Rift .£14.99 

Chessmaster 5500.£26.99 

Civilisation 2.£17.99 

Civilisation 2 Data Disk: Confucts in Ovilisation£9.99 

Civilisation 2 Data Disk; Fantastic Worlds.£1199 

Clandestiny.£9.99 

Close Combat 2; A Bridge Too Far .£32.99 

Cluedo .£18.99 

Combat Chess.£24.99 




£26.99 


Command & Conquer.£13.99 

Command & Conquer Red Alert.£27.99 

Quench: 1000 extra levels for Red Alert.£7.99 

Counterstrike - official Red Alert Data Disk.£11.99 

Afteraaath - official Red Alert Data Disk.£9.99 

Covert Operations • official C&C Data Disk.£9.99 

Commanche 3.0 (Novalogic).£28.99 

Conquest Earth.£27.99 

CoNSTRuaoR.£27.99 

Cover Girl Strip Poker.£11.99 

Creatures.£11.99 

Croc.£28.99 

Crusader No Regret.£19.99 

Cyberstorm.£9.99 

DIOOO - 1000 EXTRA LEVELS FOR DOOM & DooM 2.£i99 

Dark Colony.£24.99 

Dark Earth.£29.99 

Dark Forces 2: Jedi Knights.£27.99 

Jedi Data Disk - Mysteries of the Sith.£16.99 

Dark Reign.£2199 

Death Rally.£12.99 

Deathtrap Dungeon.£27.99 

Destruction Derby 2.£13.99 

Diablo.£22.99 

Diablo Hellfire: Official Data Disk.£13.99 

Diablo; The Green Portal Toolkit & Cheat Pack £16.99 

Die Hard Trilogy.£14.99 

Discworld.£13.99 

Discworld 2.£13.99 

Doom 2 + Ultimate Doom + 3000 Extra Levels...£14.99 

Dogz2.£16.99 

DukeNukem3D. ..£10.99 

Duke Nukem 3D & Plutonium Kit ..£18.99 

Duke Nukem In The Caribbean ..£15.99 

Dungeon Keeper.£28.99 

Deeper Dungeons Data Disk for Dungeon Keeper .£13.99 

EA Cricket '97: Ashes Tour.£25.99 

EA Compilation - Ultima Underworld, Ultima 7, 
Shadow Caster, Savage Empire, Wing Commander 
Academy, Populous 2, Mahjong Pro, Space Hulk, 7 

Cities of Gold.£14.99 

Earthsiege 2.£12.99 

Ecstatica 2.£19.99 

Excalibur.£24.99 

Exhumed.£21.99 

Extreme Assault.£19.99 

Extreme Power Pack 2 Tomb Raider, Z, FIFA '97£24.99 

FI Racing Sim (Ubisoft).£27.99 

F22A.D.F. (TFX3). .£24.99 

F22 Red Sea Operations Data Disk. .£13.99 

FA-18 Hornet. .£21.99 

FA-18 Korea.£24.99 

Fatal Racing.£9.99 

Feeble Files. . ,.£25.99 

FIFA -Road to the World Cup '98.£28.99 

Fifa Soccer Manager.£14.99 




0 SALES LINES OPEN: 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am - 4pm 

r~7| NO QUIBBLE EXCHANGE POLICY 

^ IF YOU ARE UNHAPPY WITH YOUR 
' PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
(10% OR MINIMUM £4), WE WILL 
SWAP IT FOR ANOTHER ITEM.(THIS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION)*. 






I— 71 ORDER BY CREDIT CARD, CHEQUE, 
^ POSTAL ORDERS OR CA^H (PLEASE 
K-J SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 
SORRY, NO CASH ON DELIVERY. 




ORDER WITH CONFIDENCE FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 750,000 SOFTWARE 
ITEMS SUPPLIED SO fAR! 

1ST CLASS DELiVERY FREE OF 
CHARGE JO U.K. MAINLAND. WE 
PROVIDE THE FASTEST DELIVERY 
SERVICE AROUND: 1-3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK). 

lOOO'S OF TITLES AVAILABLE. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR N64, SATURN 
& OTHER CONSOLES AND CD ROM 

OTHER COMPANIES MAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD WILL NOT BE 
DEBITED UNTIL YOUR ORDER 
IS DESPATCHED! 


miOCMnJ 


Microsoft Flight Sim '98 ‘NEW . £38.99 

Microsoft Southern Caufornia Data Disk . £23.99 

Microsoft Flight Sim 5.1 & New York + Paris . £37.99 

Scenery Disk 6.0 - Engiand & Wales .£ 17.99 

Scenery D/sk 5. ? - British Isles 1 & 2, China . each £19.99 

Scenery Disk 5.1 - Europe 1 .£29.99 

Scenery Disk 5.1 -Las Vegas/Canada . each £12.99 

Flight Sm 5.1 Tower .£39.99 

Flight Sim 5.1 Scenery & Objeo Designer . £36.99 

Fucht Shop V2 - now for FS5.I&F56 .£35.99 

Flight Sim FSFX V2 - Contains extra rimes, scenery, sounds 

ekforFSS.! &FS6 . £24.99 

Boeing/Business Jets/Arbus/Greae Airlines . each £23.99 

Pereeq Flight 2 Round the World Disk for MS FS 5.1&6£21.99 
Flying Ciasmo for FS6 - p.y some of the most significant aircraft 
OF THE 20th Century from a Sopwith Camel to Concorde . £18.99 


Fighting Force .£27.99 

Flight Unlimited 2.£27.99 

Flying Corps Gold.£19.99 

Forgohen Realms AD&D Archive - Eye of the 
Beholder 1,2 & 3, Menzoberranzan, Dungeon Hack + 

7 others. £19.99 

Formula 1 (Psygnosis) Win '95 & D3D/3DFX....£22.99 

Formuu 1 '97.£28.99 

Fragile Allegiance. 

Gabriel Knight 2: The Beast Within .. 

Gene Wars.. 

G-Nome... 

G Police.. 

Gloriana.. 



£19.99 


Goosebumps .£26.99 

GOOSEBUMPS - ATTACK OF THE MUTANT .£25.99 

Grand Prix 2.£18.99 

Grand Prix 2 + Grand Prix Manager 2.£29.99 

Track Pack for Grand Prix 2.£14.99 

Grand Prix Manager 2.£12.99 

Grand Ther Auto.£26.99 



QUAKE 2.£26.99 

QUAKE £12.99 

MALJa(OFRaALAOO-ON) £10.99 

Quake Toolkit . £12.99 

Q!Zone . £12.99 

Scourge OF Arjmagon . . £10.99 

Shrak! . £12.99 

DissoiunoN OF Eterntty... £14.99 


....£6.99 
..£21.99 
....£9.99 
..£24.99 
..£25.99 
.£28.99 

Heroes of Might & Magic 2 & Data Disk bundle £28.99 

Heroes of Might & Magic 6.£28.99 

Hexen 2.£27.99 

Holiday Island. £21.99 

Ian Botham Cricket £19.99 

iF22 Raptor.. £26.99 

Ignition. £17 99 

iMlA2 Abrams £22.99 

Imperium Gaiactica £22.99 

Independence Day .£12.99 

Interstate 76 £27.99 

I War . £24.99 

Jack Nicklaus 5.£28.99 


Jetfighter3.£19.99 

Jo Guest Love Bytes.£16.99 

Joint Strike Fighter ..£27.99 

Jonah Lomu Rugby ..£17.99 

Journeyman Projeq 3 ..£26.99 

Kick Off '98 ..£22.99 

Kings Quest Coll 1-6.£15.99 

Lands of Lore 2 . .£27.99 

Lego Island . .£21.99 

liisuRE Suit Larry 7 ..£25.99 

Lemmings Paintball -f No More Lemmings -f L£mmings£1 2.99 

Lighthouse.£19.99 

Links LS '98.£27.99 

Links Courses: Valderama/Oakland/Davis Love .... £16.99 

Lihle Big Adventure 2.£18.99 

Lords of Magic.£25.99 

Lords of the Realm 2 Royal Edition.£2^99 

Lucas Arts Archive Vol 3 - includes Dark Forces, 

The Dig, Monkey Island 1 & 2, Full Throttle, Afterlife 

& Lucas Arts Sampler Disk.£31.99 

Ml Tank Platoon 2. .£27.99 

Magic the Gathering (Micropfose) .£21.99 

ManxTT. .£27.99 

Marble Drop. ...£8.99 

Masters of Orion 2.£10.99 

MDK.£14.99 

Mech Warrior 2.£10.99 

Megapak 8 - Master of Orion 2, Sim City 2000, Mech 
Warrior 2, Broken Sword, Screamer 2, Jagged Aluance 2, 

iMl A2, Jack Niqiaus 4, Return to Zork, etc.£29.99 

Men In Black.£25.99 

Micro machines 3.£21.99 

Microsoft GolfV3.£13.99 

Microsoft Return of Arcade - Pacman, Pole Position, 

Dig Dug and GalaxianI! (Win '95 only).£17.99 

Monkey Island 3.£28.99 

Monopoly.,£30.99 

Monster Trucks. .£20.99 

Monty Python Triple Pack .£22.99 

Mortal Kombat 3. .£12.99 

Muppet's Treasure Island ,£19.99 

Myst.£18.99 

Myth: The Fallen Lords .£27.99 

NASCAR 2.£17.99 

NBA Action '98. ,£21.99 

NBA Live '98 ,£28.99 

Need for Speed Special Edition.£10.99 

Network Q Rally £13.99 

NFL Madden '98 £28.99 

NHL Hockey '98 £28.99 

Nuclear Strike £27.99 

Oasis/Blur/INXS/U2 Songbooks.each £22.99 

Oddballz. £13.99 

Oddworld: Abe's Oddysee.£24.99 

OuTuws.£27.99 

Pacific General.£26.99 

Pandemonium.£19.99 

Panzer General 2.£26.99 

PGA Tour Pro.£14.99 

PGA Sawgrass Tour '96 Disks.£12.99 

Pga Nippenburg/Oxfordshire Euro Disks....each £12.99 

Phantasmagoria 2.£22.99 

Pinball'97.£12.99 

POD Gold (Includes extra tracks).£17.99 

Police Quest Collection 1-4.£21.99 

Police Quest Swat 2.£25.99 

PoLiTiKA (Tom Clancy).£26.99 

Populous 3: the Third Coming.£28.99 

POSTAL.£21.99 

Premier Manager'97.. £24.99 

Privateer 2: The Darkening £10.99 

Puzzle Bobble . £l 7.99 

Quake 2.£26.99 

RaymanGold.£18.99 

Red Baron 2.£24.99 

Redneck Rampage.£1().99 

Reloaded.£14.99 

Resident Evil - 3DFX version.£22.99 

Resident Evil - Power VR version.£20.99 

Rising Lands.£25 99 

Risk.£19.9° 

Riven (Myst 2).£27.9^ 


Road Rash. 

Sampras Extreme Tennis. 

Scrabble. 

Screamer 2.. 

Screamer Raliy 
Sega Touring Cars 
Sega Worldwide Soccer '98.. 
Semper FI.... 

Sensible Soccer 2000... 


,...£10.99 

.£19.99 

.£26.99 

.£14.99 

.£21.99 

.£28.99 

.£27.99 

.£26.99 

.£27.99 


Sehlers 2 Gold.£22.99 

Settlers 2 Mission Disk.£13.99 

Seven Kingdoms.£26.99 

Shadows of the Empire.£27.99 

Shadow Master.£27.99 

Shadow Warrior.£27.99 

Sid Meier's Gettysburg.£28.99 

Sierra Sports: Golf/Baseball '98/Ski Racing.each £22.99 

Sim City 2000 + Theme Hospital.£28.99 

Streets of Sim City.£28.99 

Sim Copter.£18.99 

SmGolf. ,.£9.99 

Sonic 3D. £21.99 

Sonic & Knuckles .. £23.99 

Speccy CD '97 (3000 Spectrum & C64 games).£14.99 

Speedboat Attack.£12.99 

Starcract.£25.99 

Star General. £24.99 

Star Trek: Captain's Chair £26.99 

Star Trek Encyclopaedia £26.99 

Star Trek Generations.£17.99 

Star Trek Omnipedia.£14.99 

Star Trek: Star Fleet Academy.£25.99 

Star Wars Monopoly.£30.99 

Star Wars Supremacy.£LOWEST 

Steel Panthers 3 £25.99 

Super Puzzle Fighter 2 ..£9.99 

Syndicate Wars £17.99 

Ten Pin Alley £27.99 

Test Drive 4£28.99 

Theme Hospital + Sim City 2000.£28.99 

The Golf Pro.£25.99 

Tie Fighter V X Wing.£26.99 

Tie Fighter v X Wing Disk: Balance of Power.£1199 

Titanic.£16.99 

TOCA Touring Cars.£21.99 

TomClancey SSN.£21.99 

Tomb Raider.£12.99 

Tomb Raider 2.£27.99 

Total Annihilation.£27.99 

Total Animals: Catz, Dogz & Worms.£19.99 

Total Heaven - includes Civilisation 2, Sim 

City 2000 & Settlers 2.£26.99 

Total Insanity - includes PGA European Tour, 

Network Q RAC Rally & Star Trek TNG.£26.99 

Ultima Collection. £24.99 

Ultim@teRace. £16.99 

Ultimate Soccer Manager '98.£23.99 

Vegas Girls. £14.99 

VirtuaCopZ. £29.99 

Virtua Fighter 2. £28.99 

Virtual Pool 2.£19.99 

VIRUS.£14.99 

VR Powerboat Racing.£2199 

WaRCRAR 2 + 50 EXTRA LEVELS + HINT BOOK.£22.99 

Maximum War -1650 levels for Warcraft 2.£14.99 

Warhammer 2: Final Liberation.£25.99 

Warlords 3.£27.99 

Wing Commander Prophecy.£28.99 

Wipeout 2097.£31.99 

World Rally Championship (Network Q 2) ..£20.99 

Worms 2.£25.99 

X Com; Apocalypse.£27.99 

Zork Grand Inquisitor.£24.99 



■«5.99^ 


^£24.99- 


WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 





















































































































































































































































































































QUALITY! SERVICE! 


E OF THE LARGEST SUPPLIERS 
IE IN THE COUNTRY TODAY!! 


BUDGET GAMES 



1 iTH Hour + 7th Guest.£13.99 

3D Lemmings. £11.99 

3D Ultra Pinball. . £10.99 

1944 Across the Rhine. ..£9.99 

AIOCuba... . . ..£9.99 

Actua Soccer £11.99 

Armoured Fist. £10.99 

Ascendancy £10.99 

A Train.£8.99 

Broken Sword.£10.99 

Cannon Fodder 2 + Dune 2 £13.99 

Caesar 2. ..£9.99 

Capitalism. ..£9.99 

Championship Manager Germany '95.£2.99 

Championship Manager 96/97 .£9.99 

Chronicles of the Sword.£8.99 

Civilisation.£9.99 

Crickf '96 (Electronic Arts).£10.99 

Crusader No Remorse.£10.99 

D.£9.99 

Dark Forces.£12.99 

Deadline.£9.99 

Desert Strike & Jungle Strike.£9.99 

Destruction Derby.£12.99 

Detroit.£7.99 

Doom 2.£11.99 

Dune 2.£11.99 

FI Grand Prix.£9.99 

F22 Lightning 2.£9.99 

Fade to Biack.£9.99 

FIFA Soccer '97.£10.99 

Final Doom. ,..£9.99 

Flight of the Amazon Queen.£9.99 

Flight Unlimited (DOS) ,..£9.99 

Full Throttle. .£12.99 

Gabriel Knight. ,..£9.99 

Grand Prix Manager ,..£7.99 

Heretic: Shadow of the Serpent Riders.£11.99 

Hexen.£11.99 

Holmes 2: Rose Tahoo.£10.99 

Indycar.£4.99 

Indycar 2.£9.99 

Jimmy White's Snooker.£10.99 

Kings Quest 7. ...£9.99 

Leisure Suit Larry 6 .£10.99 

Links LS.£11.99 

Lihle Big Adventure ...£7.99 

MAX.£9.99 

Megapak 6.£14.99 

Micro Machines 2 Special Edition.£9.99 

Monkey Island 1 & 2 .£13.99 

NASCAR Racing + Track Pack.£8.99 

NHL Hockey'96... ...£9.99 

PGA European Tour ...£9.99 

Pirates! Gold. ...£9.99 

Pitfall. ...£9.99 

Police Quest SWAT ...£9.99 

Power FI. ...£9.99 

Psycho Pinball. .£11.99 

Railroad Tycoon Deluxe ...£9.99 

Rebel Assault. .£10.99 

Rebel Assault 2. .£12.99 

Return TO ZoRK. ...£7.99 

Riddle of Master Lu.£9.99 

Sam & Max Hit The Road + Day of the Tentacle£1 3.99 

Scorcher.£9.99 

Screamer.£9.99 

Wnghai.£9.99 

^ent Thunder.£9.99 

Sim City.£9.99 

Sim Isle.£4.99 

Sim Tower.£7.99 

Space Hulk2:VOTBA.£10.99 

Speed Demons. ...£9.99 

Star Trek 25th Anniversary .£11.99 

Star Trek: Next Generation A Final Unity ...£1 0.99 

Strife. ...£7.99 

Super EF2000.£12.99 

Terminal Velocity.£12.99 

Terranova., .£10.99 

The Dig. .£10.99 

Theme Park.£7.99 

Thunderhawk 2.£9.99 

Tie Fighter Collector's CD.£12.99 

Time Commando.£10.99 

Top Gun.£10.99 

Torrin's Passage.£9.99 

Transport Tycoon & World Editor.£9.99 

UFO Enemy Unknown.£9.99 

Ultimas.£10.99 

Ultimate Doom.£11.99 

Ultimate Soccer Manager 2.£9.99 

Under a Killing Moon.£9.99 

US Navy Fighters '97.£9.99 

Warcraft.£16.99 

Warhammer: Shadow of the Horned Rat £9.99 

Williams Arcade Classics.£9.99 

Wing Comaaander 3.£12.99 

Wipeout.£12.99 

World Rally Fever.£10.99 

Worms United.£10.99 

X Com: Terror From the Deep.£10.99 

XWiNG Collection + Rebel Assault.£13.99 

Z.£9.99 


> education 


PORUNG KINPERSLEY 



3D Skeleton. £22.99 

Acacia GCSE Revise Maths, Chemistry, Physics, 
Biology and Geography AGES 14-16 .each £17.99 

Amazing Animals Aqivity Centre. £22.99 

Ann Hooper's Sex Guide. £27.99 

BMA Family Health Encyclopaedia. £27.99 

Castle Explorer. £22.99 

Children's Encyclopaedia. £27.99 

Childrens Multimedia Dictionary. £22.99 

Chronicle ENacLOPEADiA of History. £22.99 

Chronicle of 20th Century. £27.99 

Encyclopedia of Nature, Science & History of V/orld£25.99 

Encyclopedia of Nature 2. £27.99 

ENaCLOPEDIA OF SCIENCE 1/NATURE 1 .EACH £12.99 

Encyclopedia of Science 2. £27.99 

Encyclopedia of Space & Universe. £27.99 

History of the World. £22.99 

My First Amazing World Explorer. £22.99 

My First Incredible Amazing Dictionary. £22.99 

Photo Gallery Children, Wild Animals, Dinosaurs, Inseqs 

& Bugs, Flowers, Classic Cars, Cats, Birds.each £8.99 

Redshift 3. £22.99 

Stowaway. £12.99 

Ultimate Human Body 2 .£27.99 

Virtual Reality Bird/Cat.each £12.99 

Virtual Reality Dinosaur Hunter. £22.99 

Way Things Work 2. .£27.99 

World Atlas for Windows. £32.99 


HOME & REFERENCE 




^ £29.99 :: ^ £28.99 t T - £28.99 

DISNEY 


101 Dalmations Storybook. 

Aladdin Activity Centre. 

.£28.99 

..£29.99 

Hercules Animated Storybook .... 

Hunchback of Notre Dame Storybook. 

Lion King Animated Storybook. 

Lion King Activity Centre. 

Magic Artist. 

..£28.99 
..£28.99 
..£28.99 
.. ..£30.99 
.. ..£32.99 

Pocahontas Storybook. 

.£28.99 

Toy Story Animated Storybook. 

Winnie the Pooh Storybook. 

.£28.99 

.£28.99 




£17.99 : £15.99 ; 


£19.99 

^ 0 ^' 

Arthur's Birthday Party.£17.99 

Dr Seuss ABC.£17.99 

Green Eggs & Ham.£17.99 

Gregory & Hot Air Balloon.£16.99 \ 

Harry & The Haunted House.£17.99 

Just Grandma & Me.£17.99 

Kid Pix Studio.£23.99 

Logical Journey of the Zoombinis.£19.99 

Maths Workshop.£23.99 

Ruffs Bone.£15.99 

Sheila Rae, the Brave.£17.99 

Tortoise and the Hare.£17.99 


MICIOtOFT 

Creative Writer .£16.99 

Creative Writer 2.£24.99 

Explorapedia of Nature .£14.99 

Explorapedia of People .£14.99 

Fine Artist.£12.99 

Fine Artist + Creative Writer Double Pack.£28.99 

How THE Leopard got his Spots.£19.99 

Magic Schoolbus • Dinosaurs, Oceans or Earth. EACH £24,99 
Magic ^hoolbus ■ Human Body or Solar SystemEACH £24.99 
Magic Schoolbus Rainforest. £24.99 



Microsoft 3D Movie Maker.£49.99 

Nickelodeon 3D Movie Maker.£49.99 

Ancient Lands.£29.99 

Art Gallery.£49.99 

Autoroute '98.£59.99 

Autoroute V5 UK & Ireland.£59.99 

Bookshelf '96.£49.99 

Cinemania'97.£49.99, 

Creative Writer & Fine Artist.£59.99. . 

Dangerous Creatures.£29.99. J10.99 

Dinosaurs.£29.99.£24.99 

Encarta World Atlas '98.£49.99.£39.99 

Encarta'96.£17.99 

Encarta '98 Standard.£49.99.£39.99 

Encarta '98 Deluxe.£79.99.£62.99 

Greetings Workshop 2.£39.99.£33.99 

Money'98.£29.99.£24.99 

Oceans.£39.99.£24.99 

Office '95 Standard V7.£199.99.£69.99 

Office '97 Pro.£499.99. Jtl99.W 

Plus (For Windows'95).£49.99.£35.99 

Plus for Kids.£19.99.£17.99 

Pubusher V2 for Win 3.1.£99.99.£29.99 

Publisher '97 for Win '95.£99.99.£84.99 

Student Office '97.£99.99.£119.99 

Student Publisher.£39.99.£39.99 

Student Visual Basic/Visual C++£99.99 ...£119.99 

Student Win '95/Workstation£59.99.£52.99 

Student Works.£39.99.£39.99 

Windows '95.£99.99.£73.99 

Wine Guide.£49.99. J10.W 

Works V4 + Money '97.£79.99.£32.99 

World of Flight.£29.99.£12.99 

iBL bARDEN DESIGNER 3.i:i9.Vy 

Bodyworks 6.£13.99 

Corel Draw 4.£16.99 

Encyclopaedia Britannica.£104.99 

Family Tree Maker V2.£16.99 

Flagtower Unexplained.£9.99 

Infopedia UK.£12.99 

Kai's Power Goo.£29.99 

Mavis Teaches Typing V8.£23.99 

Ordnance Survey Map of Great Britain.£13.99 

Oxford Interactive Encyclopaedia.£19.99 

Partition Magic V3.£42.99 

Redshift 3.£22.99 

World Atlas V6. £12.99 


OTSLITSSS 


^ £19.99 

Cle^sweep '97 . £32.99 

First Aid '97 for Windows '95 . £18.99 

First Aid '98 for Windows '95 . £26.99 

First Aid Deluxe '97 for Windows '95 . £32.99 

First Aid Deluxe '98 for Windows '95 . £40.99 

Hurricane '98. £14.99 

McAfee VirusScan V3. £24.99 

McAfee VirusScan V3 inc Quarterly Updates.£56.99 

McAfee Webscan V2. £24.99 

Norton Utiuties V2. £22.99 

Nuts & Bolts . £37.99 

PC-CiLUN V3 . £39.99 

That's What I Call Help! - First Aid '97, Norton 
Antivirus, Windelete, Powerdesk, Handyman £39.99 
Uninstaller 4.5. £29.99 



ADI Boo Read & Count 4-5/6-7yrs.£18.99 

ADI English 8. Maths 11-12/12-13/13-14/14-1 5..£1 9,99 
BBC Animals of Farthingwood/Noddy ..each £22.99 

BBC PiNGU.£20.99 

BBC Wallace & Grommit.£16.99 

Europress Games Factory.£26.99 

Europress GCSE Maths/Engush/Physics each £14.99 

Europress Q Range SAT Tests.each £9.99 

Fisher Price Range.£CALL 

Jump Ahead Toddlers.£17.99 

Jump Ahead Nursery.£22.99 

Muppets Treasure Island.£19.99 

Oxford Children's Encyclopedia.£39.99 

Power to Little People Collection - Includes Sim Town, 

Zaark, Print Artist V3 (sierra).£21.99 

Print Artist V4 (Sierra).£17.99 

Print Artist V4 Photo.£21.99 

Simpson's Cartoon Studio.£24.99 

Studyworks Maths ages U-i-.£9.99 

The Cat in the FIat.£20.99 

Tuneland.£18.99 

Virtual Springfield.£18.99 

Winnie the Witch/A Fish Who Could Wish.each £9.99 


0113 234 0444 

SALES HOTLINES (7 days a w««k) 

0113 234 0999 

TECHNICAL SUPPORT (Mon ■ Sal) 

0113 234 0666 

CUSTOMER SERVICES (Mea - Fri, *-•) 
0113 234 0770 - Gameplay FAX 

email: GameplayUK@aolaCom _ 




CH Flightstick Pro Joystick.£49.99 

CH Throttle Pro.£94.99 

CH Virtual Pilot Pro.£77.99 

CH Pro Pedal.£77.99 

CH Force Feedback FX Joystick.£114.99 

CH Game Card.£25.99 

CH Gamestick Joystick.£21.99 

CH F-16 Fighter Stick.£94.99 

CH F-16 Combat Stick.£61.99 

CH Racing Wheel.£47.99 

CH Racing System.£82.99 

Gravis Grip 4 Way Adaptor & 2 Pads.£69.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Gamepad.£16.99 

Gravis Gamepad **Pro**.£27.99 

Saitek Megagrip 8 Joystick.£8.99 

SuNCOM F-15E Talon.£44.99 

SuNCOM F-15E Raptor.£29.99 

SuNCOM G-Force Plus Yoke.£34.99 


Sidewinder 'Precision* Pro..„,«»JE46.99 
Sidewinder Force FEEDBACK.........i109.99 

Microsoft Sidewinder Gamepad . £29.99 



win Auto-Switch & 2 Player Adaptor 

.. SPUnER CABLE WITH A DIFFERENCE! 

_ Compat»iuwithWin'95anoDOSano 
I ALL JOYSTICICS/PADS, THE AlFA TWIN AUOWS 2 
=*£15 '99^ OEViaS TON connected to ONE JOYSTICK 
PORT. Can M Daisy-chained TO ALLOW UP TO 
4 SIMULTANEOUS DEVKK. 7FT LONG LEAD. 


LAHGUAGE 

GlOIAL Languaqc - Learn to speak French, 
German, Italian or Spanish through listening, 

SPEAKING AND WRITING. THREE LEVELS ON EACH DISK - 

Beginner, Intermediate and Advanced 

a_ ^ . ONLY £19.99 Each 

Bmz Thmk & Tau( ranoi 

French/German/Spanish/Italian or Japanese. Each I2i99 

EUIORBS UNQUAfll UB FRENCH, GERMAN OR SPANISH. GiVE YOUR 
CHILD A HEAD START WITH THESE FUN TO USE PACKAGES .£16.99 

Languagi Assbtant (Tiansutoi) Easily translates documents 
FROM or into French, German, Spanish or Italian. Each £19.99 


THRUSTMASTER PRODUCTS 

Thrustmaster T2 Steering Assembly 

Comes with Steering Wheel, Gearstick, Pedals + Grand Prix & 
Grand Prix 21! RRP £^9.99 OUfe PRICE £84.99 

Thrustmaster GPI Steering Wheel 
Bonus Pack - Now includes Network Q Rally, X Miles 
& Power F1 I! RRP £79.99 OUR PRICE £4^99 
Maximise performance & responsiveness with a 
Thrustmaster ACM Game Card .£26.99 






F-1 6 FLCS Joystick- Features Four 4-way hats, 

3 BunoNS, Dual Stage Trigger & Paddle Switch. £109.99 

F-16 TQS THRonii - True Repuca of F-16 iHRomE Quad-rant 
System. Features Targeting Cursor Control, Two Dials, 

Two 3 -position switches & 4-way radio switch. £109.99 

F-22 Joystick. £129.99 

X Fighter Joystick. £38.99 

RCS Rudder Control. £109.99 

Thrustmaster Mk2 Weapons Control. £89.99 

Top Gun Official Joystick - 4 Way Hat 
Switch, Weighted Base, 3 Beveled Buttons, 

Quick Action Trigger and Thrustmaster 
QUAUTY and durability! All FOR .. .£ 2 9 . 9 9 
Top Gun Joystick + Top Gun game (by 
Microprose). £38.99 




X36FUGHTSna(&THltQTTUPACK 

Unarguably the best bundle this 
Christmas! Excellent reviews 
FROM ALL magazines, EVERY FEATURE 
conceivable - CALL FOR MORE INFO 

£84.99 


Brilliant new 
control allows you to play and 
master complex games more easily. 

Simply touch the piqure to 
control the game! Fully 
programmable, 8 way thumb pad 
£39.99 




^ NeW M igA PA PMX622M 

8 BUnONS, INDIVIDUAL TURBO AND AUTO- 
FIRE SELEa, LED, Auto-calibrating, 15 Pi 
£14.99 


Saitek Acemaste>18 

4 MiCROSWITCHED fire BUnONS with 
turbo-fire. Hat switch, seperate 
throhle lever, protein rubber grip 
£28.99 

Saitek X36F Programmable Flightstick.£59.99 

Saitek X35F Throttle Rudder System.£39.99 



GRAPHICS CARDS 



THE WORLD’S FIRST SP 

GRAPHICS CARP!! 

PlATftlM Til UTUT P6»lt Vt AtMM-UVIl 
11 M4llil«T6t HIP Ml 6 Uiirillf IMT^ 
IttllT mNIM MM, Til AMMITNI 
II Til MIT P6VIMII MAPII6I IMt 

iMiuiul CiNii NMU»jriTi Him 
VMIJII 2. VlTINin tJI4l, ViPIMT m?., 
TiMi Mini AM flMMIM Tl ACT rtf 6AIMf 

Apocalypse 5D 6MB RAM.£164.99 

Apocalypse 5D SMB RAM.£189.99 

iUtATM MIP. 

___ ___ __ MAMWS CAM! 

Apocalypse 3DX 5 game demo CD .. .£64.99 
Apocalypse 3DX + 5 games listed above £94.99 


APOCAimf IPX - Po«fi VR IP Amu 
CoNPAniu vtri au PuierPRAlr 2P m 


SOUNDIgASDS 

Videologic Dolby Pro Logic 

TRUE 1 28-bit Soundcard. 

You probably have lots of games 
that support Dolby Pro Logic 
sound but did you know that your 
soundcard doesn't? The 
Videologic 128-bit soundcard is 
the first commercially available 
soundcard that supports this 
incredible audio technology and is 
less than half the cost of the next 
best card on the market!....£64.99 

SPEAKERS 


rdftsT 
Surround Sound, 
Loudness Bass System, 
Full Range Tone 
Control, Power Supply. 

£37.99 



_any 

monitor, 25W 
Peak Power, 
Bass Booster. 

£12.99 



MoKim Woaitf. 

300W PMPO, Active 
Sound, Dynamic Boss 
Super Woofer, 3D 
Surround, Satellite 
Speaker^ Power 

Supply. £64.99 

FI SIM 
STEERING 
WHEEL 

Hand-stitched 
replica FI 10" 
steering Tvheel , 
self-centering and 
torque action. LED gear change indicator. 
Gear change functions on steering 
column, 2 programmable buttons. Steel 

p^als. £144.99 

FI Sim Compact - as per FI Sim but 
without LED display and with durable 
plastic pedals rather than steel £72.99 



LOGIC 3 TOP GEAR 
STEERING WHEEL 

COMPLETE WITH WORKING GEARSTICK AND FOOT PEDALS 

ALSO HAS 9 BUTTONS ON THE STEERING WHEEL WHICH CAN BE 
PROGRAMMED AS GEARSHIFT OR BRAKE/aCCELERATOR/FIRE, ETC. 

Suitable for use with all driving games, eg Screamer 
Rally, Grand Prix 2, TOCA Touring Cars, FI, etc 

£49-99 PLUGS INTO ALL 
STANDARD JOYPAD PORTS - NO SPECIAL HARDWARE REQUIRED 


BUY A TOP GEAR 
STEERING WHEEL 

AND on £2 
OITANY 
DRMNOOAMi 




THI If OUT OP 10 HANOI 

is a highly-acdaimed collection of inexpensive pockoges aligned to the 
notional curriculum which teaches solely through game-based activities 
designed to stimulate your children and interest them. 10/10 is the 
UK's fwding supplier of software to schools. All CD Rom or 3.5" disk. 
Choose from Ear' • ■ - - • ■ • - • • .. 


(3-7 yrs). Junior Essentials 15-11), Moths 
Number (8-16), Moths Algebra (6-16, Moths English 6-16), French 16- 
16), German (6-16), Essential Science (5-12) . -...Ill^ lACH 


Na/VIE:. 

Address: . 


out this order form and post to: 

GAMEPLAY, ENTERTAINMENT HOUSE, 
CROSS (HANCBiORSnm, LSS, 1562TG 

.Have you ordered before? Yes / No 


ITE/Vl description 


Price 


POSTCODE:.SIGNATURE:... 

Tel;.Fax:. 

Cash □ Cheque □ Postal Order □ . Card □ 



£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE* 

£ 

Postage is FRIE (or all gomes shipped within the U.K. P& P 

Ootional NEXT DAY DELIVERY available: £4.00 for 1st 

£ 

item plus £1.00 For each subsequent item T^T A1 
Overseas postage - £2.50 per software item 1 w 1 iHiL 

£ 


, Cheques payable to 'Gameplay' 

Prices may be subject to fluctuation, E & OE 

^ Card No. □□□□□□□□□□□□□□□□□□ Expiry Date □□ADD Ism No. □□ BHEmj 

‘Please note that express cheque clearance does not apply to Building Society cheques. 
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Do you dreaio of locooiiog tho uttioioto Sabre Ace io the Koroao War? 
Well now yoor droams could cone true in Virgin’s new flight sinulatien. 
Is it more of a nightmare though? 



The aircraft look oice - hot just 
look at that pizza toppiog grouod! 



Like any flight sim. Sabre 
Ace had potential but 
failed to provide anything 
new. It even managed to 
backtrack somewhat! 


VERDICT 

48 


f you're going to come out and 
I release a flight simulator these 
days, it really needs to break some 
boundaries. Flashy graphics help to create a 
realistic atmosphere, but original ideas in 
the gameplay region and control methods 
which cater for gamers with varying skill 
levels is also an important factor. 

Unfortunately Sabre Ace fails to provide 
either of these. A guide at the back of the 
manual gives a summary of the controls, 
but this is printed in a terribly small font. I 
then attempted to make use of the training 
mission, but these were also rather useless, 
with just an explanation of what you have 
to do before your take off and nothing 
during your flight. 

If you are able to master the controls 
and are interested in taking the game to 
its deepest depths, there are a few 
different game modes to choose from: 
there's Career, Training, Custom Flight, 
Multiplayer and Fly Now. If you don't swear 
by flight simulations then the only option 
I would attempt to use is the multiplayer 
mode. At least then you are able to 
compete against people at the same level 
as you. In the single player areas I 
ensured that the skill level of the enemy 
was down to the minimum, but due to the 
bad handling of the aircraft (and I tried a 
few of them), it was practically 
impossible to get a hit without having a 
dangerous game of chicken. Although a 
selection of keyboard commands are 
similar to that of other flight-sims, 
some more bizarre ones 


itfi 


OUT Of 100 
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Tiny Computers Limited 
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have been included and referring back to 
the summary several times is inevitable. 

Budding pilots can either become a 
member of the US Air Force and fly planes 
such as the F-80 Shooting Star, F-51 
Mustang or F-86 Sabre or the other option 
is to join the Soviet forces, piloting craft 
such as the MIG-15 and YAK-90. 

Extra topping? 

With 3D acceleration enabled. Sabre Ace 
looks very nice with the aeroplanes 
rendered incredibly smoothly. Still, 
weaknesses can be found: for starters, 
sections of the landscape have an 
uncanny resemblance to that of a pizza 
- whether you're flying high or low, your 
taste buds are sure to be aroused by the 
sight of succulent cheese and tomato, 
and sometimes even ham and 
pineapple pops into view. Obviously a 
subliminal advert for Pizza Express! 

More disappointment comes when you 
get around to firing your guns. Single 
colour strands fly from your 


craft and seem more like a laser than 
anything else. Explosions are also rather 
lame and I can quite honestly say that I've 
seen far better on 16-Bit consoles. 

I honestly wanted to enjoy this, but 
with so many other great flight simulators 
out there. Sabre Ace did nothing special 
for me except bring back a few memories 
of how games were a few years ago. 

If you're interested in this era of 
aviation then go for Empire's F/A-18 
Korea. It's far better and received 84% 
in last month's issue. Simon 



The cockpit view isn’t too special - no sorprise 
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Aetna lee liekey 

Extending their spnrts range nnee again, Gremiin have reieased Mud Ice Hockey. The questinn is, 
dees it stand nut frnm the ernwd nr meit dawn tn a mere puddie nn the finer? 



If you are bothered about games 
which have some kind of license 
tagged onto them, you'll be glad to 
hear that Gremlin's new simulation is 
the official ice hockey game for the 
1998 Nagano Winter Olympics. 

Although it features all of the 
teams and players that reached the 
tournament, the game's developers 
felt that England couldn't be left out 
and decided to chuck them in anyway. 
Unfortunately our arse's were 
whipped (using quality leather of 
course) in the qualifying rounds! 

Well, it's understandable, we're a 
loving nation - none of this scrapping 
stuff goes on over here, right Brits? 


makes it a lot easier to score than with 
several other blokes in your way. 

Four main game modes can be 
found; Olympic Tournament, Custom 
Tournament, Friendly and Practice. The 
Olympic option offers a total of 20 


Looking good 

Visually the game is very attractive 
(especially if you have a 3D card) and 
the player animations have been well 
researched. The Sheffield Steelers ice 
hockey team provided technical advice 


Ve played ice hockey games in 
the past and had the same 
problem with this one as all the others - 
I find it practically impossible to get the 
puck in the back of the net. Flowever, 
help is at hand for those who don't play 
hockey games day after day; Actua Ice 
Hockey offers a practice mode, giving 
rookies the opportunity to tune their 
skills to a certain extent. This however, is 
let down by the fact that when it comes 
to shooting practice, you only have the 
keeper stopping you which obviously 


and were also motion captured to make 
everything as realistic as possible. 

When skating around, you will 
notice that your active player will be 
surrounded by a selection of arrows. 

This indicates where fellow team-mates 
are situated and helps you quite a lot 
to plan your next pass. Another 
gameplay feature allows you to hold 
down the shoot button to add more 
power to shots. Flowever, it takes time 
to charge up and by the time you've hit 
the puck, an opposing player would 
have intercepted it. 

Although it has its good points, the 
poor commentary, now dated Olympic 
license and basic gameplay still leaves 
EA's NHL '98 the pick of the bunch when it 
comes to ice hockey games. Die-hard 
hockey fans are advised to add this to 
their collection, but newcomers could find 
this just too much of a challenge. Simon 


CHOOSE TEAMS 


teams for you to choose from, in 
Custom you can create your own league, 
cup or friendly match - well. I'm sure 
you know the score. 

Possibly the worst commentary in 
a sports simulation ever can be 
found in Actua Ice Hockey. 

It's not the fault of poor 
Paul Ferguson though. 

Flis sayings are pretty 
smart once or twice, 
but due to bad 
programming, 
ese phrases 
are constantly 
repeated over 
and over again. 
In one minute I 
must have heard, 
takes the puck up the 
ice" about ten times. 

Very annoying indeed. 


Possibly the worst comoieotary in a sports 
simolation ever can be fnund in Actua Ice Hnckey 



Good... but not that good 
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So you think nf yourselves as a bit of a leailer at the pack then? 
Well here’s your chance tn make your mark as the persen 
wbu feuuded the first pnst-apacalyptic civlllsatisu... 


GET OFF 


uv 

1 Aun 

Hull 

1 


As food Is the most 
important resource in the 
game, farming is imperative. 
Food is either found lying 
about in bundles that your 
men can pick up, or growing 
in the ground in vegetable 
piiriies. The patches take 
longer to harvest but the 





n eal-time strategy games have 
proved to be very successful 
over the past few years, so much so that 
many developers have tried their luck at 
this lucrative game style. The presentation 


grouped themselves into four clans. Players 
join the story as the clans embark on their 
quest to become the dominant elite of this 
new world. They must salvage and steal 
what they can in order to survive in these 
desolate times. Food is the optimum 


Sadly, the game doesn’t feature any fornication 
as means of population expansion 


good thing is that they 
r eg r o w after a while so the 
resource is renewable. Your 
famffics-are fat women who 
trample over the fields and 
scythe at the ground 
collecting what can only be 
potatoes. These then are 
taken back to the Storage 
Hut in bundles to be stacked 
by the Settlers. If you only 
have one Settler in the hut 
he will be totally overrun 
when you have ten farmers 
bringing him food plus a 
couple of builders bringing 
stone as well so it is always 
good to have buildings 
housed to capacity. If you 
have seen Beasts S Bumpkins 
then you will know the idea, 
but it works a lot smoother 
in Rising Lands, 

Rtsmc* LANDS 


times. This is done quite manually during 
play - if a unit is far away from a players' 
Storage Hut and gets hungry he must find 
something to eat quickly or he will die. 

This means you have to use more of a shift 
or rota system when it comes to defending 
your base just to keep your troops in tip 
top condition. When you begin the game 
you are given a small number of 
swordsmen, an archer or a scorcher (flame¬ 
thrower) and a number of farmers. From 
there you must build a small village and 
expand. Sadly, the game doesn't feature 
any fornication as means of population 
expansion, relying instead on attracting 
passing settlers by offering food. Where 
these settlers come from is a bit of a 


few 


Crewcut clan 

To set the scene, the planet 
has been hit by a huge 
meteorite and there are only a 
people left alive. They have 


Trading is rather complicated - sometimes you end up having to sell the things you want to hoy 


of games in this genre seems to have 
improved somewhat since the days of the 
original Settlers. I think Age Of Empires 
was the first game in this category that 
really made the most of its visual appeal 
with excellent animations to boot. Rising 
Lands takes its cue from the trend of using 
larger scale units - at least twice the size 
of the 'ants' in Command and Conquer - 
giving the game a fighting chance right 
from the outset. 

Saying that though, eye-catching 
visuals are no match for spot-on AI or 
clued-up research options. Total 
Annihilation was so successful because 
players were inundated with a wide variety 
of units which always kept the game fresh, 
even after twenty or so levels. Okay, so 
Rising Lands doesn't flood us with unit 
variety, but there is plenty to give the 
game a strong playable base. The game has 
more emphasis on troop manoeuvring than 
anything else, especially during the first 
five or six levels. Players are caught up in a 
post-apocalyptic world where ruins cover 
the Earth and society has been shattered. 


resource and you can forget money, 
bartering in the name of the game. 

This storyline lends itself well to a few 
ideas in resource management. Firstly 
players must make sure of their supply of 
food, as their clan must be well fed at all 













































mystery, but they arrive all the same. So to 
retrack a bit, players must initially get their 
workmen to build a storehouse to keep the 
food, stone and scrap metal before they 
can do anything else. 

One of the strongest features of Rising 
Lands is the ability to give farmers a 
number of waypoints to visit. They will 
continuously plod between these points 
until they are either attacked and killed or 
the supply runs out. To train more soldiers 
(only swordsman early on the game) 
players must build a barracks and channel 
some settlers that way. Without an option 
that allows players to train more than one 
unit at a time, it's a tedious job, but again 
it's all down to how you manage your 
resources. If you can get two farmers 
supplying food to the Storehouse and two 
supplying the Culture to attract more 
settlers, things runs along quite happily. 

The early missions just involve 
collecting a certain amount of food or 
building a certain building, but soon 
become more complex. Stone is obviously 
required for building and this has to be 
mined by the builders - at one block at a 
time this also can seem like a dead-end 
job, but I think the reasoning behind this 
is to encourage players to trade. Trading is 
quite complicated. Before you can even 
think of buying something off another clan 
you have to have built a hanger, market 
and have trained a messenger. This fella 
will converse with the opposition. You have 
to bid for the things you want - sometimes 
you get a good deal, it all depends what 
you want and what they have to offer. They 
are also used for forging alliances with 
other clans. 

Research is carried out in 


obstacles well, though you are always 
going to have a few stragglers that go 
taking the long route, but that just adds 
character. 

When it comes down to it, that is what 
this game is all about, character. The 
excellent presentation both of the shell and 
the game itself make it fun to play. The 
action side of things doesn't come thick 
and fast like say in Myth, Rising Lands is 
more of a sedate affair. Players will take 
pride in their troops, not just seeing them 
as numbers or just another tank to add to 
the pile before you shove them into battle. 
To be honest I didn't enjoy this as much as 
the best games around in this genre. It is 
neither as extreme as Myth or as beautifully 
rendered as Age Of Empires. Okay, so you 
do get to see some innocent men get 
torched alive, but the blood levels are 
much lower. 

Rising Lands will appeal to gamers 
that loved Settlers and may by its 
simplicity attract new gamers often 
daunted by the prospect of this kind of 
game. However, with Age Of Empires 2 
just around the corner, the genre is 
quickly moving on. David 


using the Archers that conveniently double 
up as thieves and grow that way. Later in 
the game vehicles come into play. Bombers, 
Reapers, Stompers, Speeders and the 
Heliped all give the game some more umph. 


So offensive 

The combat is not quite as good as I had 
hoped. There is apparently no way to 
assign an offensive unit to a farmer or to 
patrol a specific area, the emphasis is on 
you moving the units. This means you have 
to rely heavily on their growing experience. 
Small triangles on the unit's heath bar 
indicate how experienced they are: one 
triangle means they have increased 
strength, two equals more armour, etc. The 
only problem with that is that once their 
health depletes, they die. Until you build a 
hospital (not available until later in the 
game) there is no way of healing them. 
Another slightly annoying thing is that 
enemies tend to wander in off the map, so 
you really cannot rely on systematically 
clearing out one sector at a time. The good 
thing though is that the AI is developed 
enough so that most of your units respond 
to enemy advances, no standing idly by as 
your farmers get it bad. They avoid 
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Basically not quite up to 


scratch. There are better, 
more in-depth and 
exciting real-time 
strategy games out 
there to buy 
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Gamers can play as one of four 
different characters 


UlTII 

MATE INFO 

PUBLISHER 

EIDOS 

DEVELOPER 

CORE DESIGN 

PRICE 

£39.99 

RELEASE 

OUT NOW 

WEB SITE 

www.coredesign.com 

PLAYERS 

ONE OR TWO 

MEMORY 

SMB 

PROCESSOR 

PlOO 

GRAPHICS 

3DFX 

SOUND 

SB -p 1007oC 

CONTROLS 

KEYS AND JOYPAD 

Kids will love it, but the 
simplistic nature of the 
gameplay means it 
becomes repetitive 
all too quickly. 


THE BIG COMPUTER SPECIALISTS 


ciny 

Tiny Computers Limited 


Smash up desks, cars and just about any other object and you may find some weapons 


n you renember the arcade-hit M/e Oragm with aay hied ef aflectioa, 
thee Cere Design’s Fighliag feree could he the game you’ie been crying out for. 


although the camera angle can 
sometimes leave one, or even both 
players without a clear view of what 
is going on around them. 

All in all, Fighting Force offers quite 
a challenge in both the single and two 
player game, but it is a little too 
simplistic and repetitive for my liking. 
This uncomplicated gameplay may 
appeal to the younger generation of PC 
gamers, but otherwise it just doesn't 
make the grade. Jon 


the game much better. As it is, the 
same simple moves are used 
throughout all the game's levels. 
Admittedly, there's a lot of different 
levels and an enormous challenge 
awaits anyone who plays the game, 
but, as I've already stated, there's 
little in the way of variety to the 
gameplay. The game does pick up in 
the multiplayer mode, with two 
players standing shoulder-to-shoulder 
and taking on the enemy as a team. 


ide-scrolling beat-'em-ups were 
all the rage back in the days 
when Double Dragon ruled 
supreme in the arcade, yet over recent 
years the genre seems to have been 
forgotten. That was, at least, until Core 
Design started work on Fighting Force. 

Set in a 3D environment, with multi¬ 
directional scrolling and graphics 
optimised for 3D graphics cards. 

Fighting Force is graphically a world 
apart from Double Dragon, but in 
essence the gameplay is much the 
same. Players can choose one of 
four different characters (two 
male and two female) with 
which to play as. Each of 
these characters has their own 
unique range of moves and 
different attributes. For 
example, Mace, one of the 
female characters, is fast on 
her feet, but is not as strong 
as her male counterparts. 

Having chosen a character 
it's straight in to battle where, 
as with Double Dragon, players 
must punch and kick their way 
through dozens of enemy-filled 
levels. Each character has a 
number of standard attacking 
moves and a small number of 
special ones. On top of this, players 
can pick up all manner of weapons, 
from primitive (but effective) iron 
bars, through to rocket launchers 
which they can use upon the enemy. 
For a beat-'em-up game, these 
attacking moves are far too limited 
and remarkably simple to execute and 
as a result the combat becomes 
repetitive all too quickly. A greater 
range of moves and more complicated, 
but powerful ones would have made 


UlTIMATE PC I ISSUE EIGHT I APRIL 1998 





















































is sure to keep adventure players engrossed.” 

- ONLINE GAMING REVIEW 


should be one of the more memorable adventure 
games of 1998.” 

- C/NET GAME NEWS 
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Activision’s Dark Deign gets a new 
lease of life with the release of 
the ShaDow Dane expansion pack 


n issue three of UinMATE PC we 
reviewed the original Dark Reign 
giving it a favourable 83%, although the 
mighty Total Annihilation did overshadow it 
slightly. Time has been kind to Dork Reign 
- its strong storyline and graphics plus 
some handy features such as waypoints 
mean the game lives up to repeated plays 
well. If you have been skilled enough to 
complete the game, or in fact just like it 
enough to want to try a few more missions 
for the hell of it, then this mission pack 
could well be the thing for you. 

In true C&C style, you must command 
your army, taking them into battle and 
completing a number of tasks for the 
common good. This expansion pack lets 
players enter a galaxy at war - ravaged 
by the previous battles you must 
compete for domination using new high 
tech units. Players can take the role of a 
Freedom Guard Commander or an 
Imperium Shadowhand Admiral - both 
seem as difficult as the other. It is good 
to see that Activision have opted for new 
armies, as it gives the whole game a 
fresh appeal. The landscapes too are 
different, but some players many find 
them slightly over the top, making it 
hard to distinguish between background 
and units. However, players have more 
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mlelligence Asms performs under tombaf 
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Ibe new beavg infanfry Reaper, and Ibe 
all leiiain assavll droid Ibe Fury Ose these 
new units lo assess Ibe Ibreal and report 
your findings iroroedialeig Success is your 
only option 


control over their immediate environment 
as they can adapt it to suit their needs. 
Real-time terrain deformation by building 
roads and marsh areas gives the gamer 
much more control than ever before. 

There are about twelve new units 
available, which is a load more than you 
got with the Dark Colony add-on. The 
best seem to be the Gemini Tanks, that 
fire plasma at offending enemies, and 
the Grendals which are larger than their 
cousins the Gants - both seem 
aggressive enough. In fact they do 
make life very difficult as these 
missions are pretty tough. There are 
fourteen new single player missions, as 
well as four new multiplayer missions 


(Simon may cover those next month in 
Wired Gaming), but you may find it 
tough to get through them quickly. 
Water is still the key to success - if you 
can get a good supply going then you 
are sorted for cash. Defend your base 
well, then build as many units as you 
can in a short amount of time, then 
blitz the place. Even if it doesn't work 
for you, it's still a laugh! This expansion 
is a valid addition to Dork Reign. ■ 


Twelve new units and new maps make Dise of the Shadow Hand an essential purchase tnr anyone who enjoyed the original Dark Reign 
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Design your own Hexen II levels 
with this officially endorsed level 
editor from Uhisoft 


i -I 


your Level in first-person as you build 
it. Unfortunately though, both 
windows don't seem to be linked, so 
as you move on one, the view doesn't 
change on the other. The full range of 
galleries gives you all the enemies 
you want, although during design 
they are positioned in blocks so they 
look slightly different. Once you have 
come up with a level you think is 
worth playing it is simple to export 


and save it so you can make 
alterations later. User friendly and 
well worth the money. ^ 


PUBLISHER 

UBISOFT 

PRICE 

£14.99 

PLAYERS 

ONE 

VFM 

££££ 




U n its day (which isn't actually 
that much over a year or so 
ago), Pod was the fastest racing game 
you'Could get for the PC. It was also 
one of the first games to feature 3DFX 
support. Unfortunately, looking at it 
today it seems quite dated, even after 
this short period of time. The graphics 
are quite smooth but the speed is just 
not there. The game has nothing on 
Motorhead (which will be out shortly) 
and is not a patch on Ultim@te Race 


Pro either. Also, bearing in mind that 
Ultimate Race Pro has been released 
with a price tag of only £19.99, Pod 
seems quite expensive in comparison. 

What it does have in its favour is a 
futuristic angle that comes with 
strange looking vehicles and tracks to 
test your wits, but to be honest you 
want a bit of firepower in there to 
spruce things up when you go all 
futuristic, else things get a bit boring. 
It is all very well going for realism 
with games like Fl'97, but with such a 


spacey storyline you need some 
pizzazz. On the plus side you get a 
good number of tracks (getting on for 
thirty) a .d race modes including single 
race, championship (random, standard 
and personalised) as well as time 
attack and team. With supports for 
Internet, modem, network and serial 
play, the multiplayer is well equipped. 

At the time this game was a 
corker, but nowadays it barely grabs 
people's attention. 


■ 


Graphically Poo just doesn’t make the grade 
- It’s fast, hut visually unimpressive 














PUBLISHER UBISOFT 


PRICE £19.99 


PLAYERS 1-8 


VFM!££ 


U 5f you consider yourself as a mt 
of a dab hand at designing 
games, then there is no better way to 
get some solid hands on experience than 
to try designing levels and maps for 
games. Hexer\ II seems as good a place 
to start as any, and now there is no 
excuse with the arrival of Flexmaker. We 
have seen a few editors that have not 
been game specific, which, even though 
the engine is up to scratch, users miss 
out on the designs created by the 
developers. With the Flexmaker you have 
access to a large number of characters 
found in the game, enabling you to 
build your own Hexen II world relatively 
quickly (in fact they reckon 30 minutes). 

Working through a few of the pre¬ 
designed levels and rooms you soon 
get a feel for the editor. All the tools 
seem straightforward to use - once 
you recognise the icons the rest 
involves just clicking to select and 
then dragging the item into position. 
The map at the top of the page gives 
you three different views of the level 
so you can place objects accurately. 
The walk window allows you to see 
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X-FILES: 

UNRESTRICTED 

ACCESS 


produced a huge database of X-Files 
related information, clips and files 
which are guaranteed to blow fans' 
minds! Okay, that may be a slight 
exaggeration, but wading through this 
dossier is more of an adventure than 
mundanely surfing the Net (awful term). 

The reason we mention the Internet 
is the fact that Fox have tied in 
Internet Explorer 4 with the package. 
Probably to provide a decent search 
engine for the game, this seems to 
work very well, fusing all the elements 
^easily. It's not essential to have a 
modem, however. You won't just be 
able to check out the Web site, you 
can also update case files from the 
server using the communication option. 

Once installed and loaded we were 
expecting some impressive intro 
scenes, mysterious lights and ghostly 
figures for a few minutes, but eerily 
enough the screen just went black. 
Moody music faded in and a clock 
appeared at the top right of the 
screen. This in some ways is more 
realistic, as if we had logged on to 
some super computer in an 
underground bunker somewhere off 
the coast of the Ukraine. At the 
bottom of the screen there is a key 
which describes the different features 
present and the navigational bar on 
the left shows were to find the best 
place to start. Simply by clicking on 
the search option here allows easy (or 
unrestricted) access to hundreds of 
files taken from the programme. 

These are sectioned into a number 
of categories. The Case Files section 
is split into Extraterrestrial, Human 
Enigma, Technological Nightmare, 
Bio-medical Hazard, Paranormal, 

Occult and Conspiracy. If that isn't 
enough to be getting on with, then 
there is the Evidence search that lets 
you investigate both physical and 
pictorial evidence using analysis 
techniques similar to those found in 
the film. You can zoom in on 
documents and pictures, but the 
words tend to blur when you get too 
close in. If there is something 
specific you are after - maybe 
something happened in an episode 
you missed - then there is a general 
search engine that uses key words. | 


With the title Unresthcted Access, 
we had imagined that Fox would have 
gone into further detail with more of a 
background story and substantially 
more information from the fifth series. 
Though the FMV clips are good, and the 
overall feel of the product fits the bill 
(with a real-time clock, lighting effects 
and email messages), unfortunately it 
doesn't seem interactive enough for 
you to be able to research specific 
topics in any great depth or follow a 
specific lead. ■ 


THE ) 

( FILES. 




When you look at the Evidence tiles there is a 
range of written documents, pictures and 
alien fetus’ like this chap in the canister 


VERDICT 

A must for fans, i 
but not as fantastic 
as the subject matter 


Fox Interactive 
Price: fi19.99 
01753 772384 


he X-Files is a sci-fi 
I phenomenon of the 1990's. 
Millions of viewers have witnessed 
dozens of episodes over the five series'. 
This CD-Rom is another stage in the 
ongoing saga. Fox Interactive have 
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The animations in Dismeries don’t run that smoothly on a P12D hut still, there is so much information to get through it is not surprising 


The best encyclopedia 
Ulhmate pc has seen 


^ Punch combination upper hook 
5* leading hand to body - upper hook 
V leading hand to head 


A punch combination is a sequence ot 
punches, in which two different basic 
punches are usually linked together 
During basic training these should 
generally consist of three punches, but 
not more than five Punch combinations 
are mainly used at half- distance 
A series of punches consists of 
several similar types of basic punches 
They are generally used at close 
range For example, a series of upper 
hooks used in dose fighting can be 
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THE WORLD 
OF OOXING 


KOCH 

£19.99 

014B2 456780 


ports fans of the boxing 
variety will be delighted to 
hear about KOCH's new Boxing CD Rom. 
This is the most recent title in their 
multimedia range and their first specific 
sporting title. Previous outings have 
included 'How The Body Works' and '3D 


Home Design! The World Of Boxing takes 
a look at the popular sport from a 
global and historic angle, with 
nformation about hundreds of the 
greatest boxers in history, right back to 
the nineteenth century. The CD does 
include the modern day stars of the 
sport such as Prince Naseem, but 
because of the large number of boxers 
covered, the detail is limited. As more 
of an encyclopedia, most of the 
information is in text and stills. Videos 
of great fights tend to provide a more 
interesting alternative. Saying that 
though, there is a great deal of other 
interesting material that you won't get 
with specialised boxing videos or books. 
The emphasis is on the hundred greatest 
fights in history and the A to Z of 
Boxers. This A to Z can be sorted by 
weight, date, rating or by country, 
which makes it good for comparisons. 

The history angle is explored with the 
famous venues feature and a catalogue of 


the biggest, heaviest and most gold- 
encrusted trophies in history. Probably the 
most interesting feature is the animated 
demonstration of boxing technique*', rules 
and tactics. Chubby looking computer 
animated boxers take you through about 
twelve different boxing sequences that 
have proved successful throughout the 
years, from the upper hook to the hand to 
head - a classic! 

All in all a reasonably presented 
package with a semi user-friendly 
interface (some features are easily 
missed on the front end). We would 
recommend this to boxing fans, but if 
you have books and videos on the 
subject, then you may not get much 
more from this. ■ 


A good product for fans 
to find out more about 
lesser known boxers 


DISCOVERIES 


IBM: Worldbook 
£39.99 
B171 4941331 


I ver the past few issues we 
have looked at many CD-Rom 
encyclopedias. Most have been as 
detailed as any series of books, but 
all the information is conveniently 
squished onto a few discs as opposed 
to reams of heavily bound paper. 
Discoveries is similar in subject 
matter to Chronicle's Encyclopedia of 
History, exploring the dark depths of 
Earth's past and providing interesting 
facts for us to dwell over. All the 
information, whether it be in text, 
picture or animated image format is 
very well presented here. In fact the 


shell itself must be one of the most 
user-friendly around. Utilising a take 
on Internet search systems. 
Discoveries uses forward and back 
markers so users don't get lost. All 
this information is spread over five 
CDs so it is a bit of a hassle to keep 
changing them when you wish to 
research a different era, but that is 
to be expected. 

The content has been 
borrowed from the 
Gallimard-Larousse 
historical 

encyclopedia - and 
no, we haven't heard 
of them either - but the 
percentage of writing we 
did read seemed informed 
enough. Discoveries boasts a 
large amount of animations. 


sound files and illustrations which give 
the CD-Rom that edge over traditional 
hard copy encyclopedias. 

The interesting way Discoveries has 
been designed allows for hours of 
entertainment for all the family. Even 
though the material is not really aimed 
at young children, the animations and 
pictures will still appeal to the more 

tender ages. ■ 


Time travel is possible, you just 
have to swap tbe CB occasionally 
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extra charts, video game violence and skimpily 
Gian lames are jnst a few nf the tnpics discussed in this month’s Penultimate. 


Top of the pops 

Dirst of all you've produced a great gaming 
magazine that tends to cover all aspects of the 
gaming world, however there is one thing I would 
love to see introduced into your magazine: 

This is a top ten chart of all the games you 
believe deserve to be there, but in their own 
different categories, i.e. sports sims, shoot-'em- 
ups, strategy, etc. 

A PlayStation magazine does this and it is very 
helpful for when you are looking for a good game of a 
certain type. Also, you could publish a chart for the 
hardware side, i.e. top five mice, top five joysticks, 
etc. as Tm sure this would come in very handy. 

That's all and keep up the good work. 

Mark H, Derby 


what's not We'ii be kicking this new feature off shortly, 
so look out for it in the next couple of issues. As for 
the idea of hardware and penpheral charts, it sounds 
an interesting notion, but we're going to keep with just 
the monthly penpheral and hardware round-up. Thanks 
for the suggestions all the same. 

lotus blossom 

Dhe article on controversial games and their 
marketing (issue 5) was most interesting. But tell me, 
did you folks not latch on to these 'controversial' 
ideas by emblazoning Deathtrap Dungeon's female 
beauty on last month's front cover? Not that you 
need her to sell the TOP PC mag, of course. Come on 
readers, I bet there's a few of you out there who were 
partly influenced to buy the magazine by the cover! 
Andrew Vivian, East Sussex 



Wwe considered the possibility 
of doing a chart listing our 
favourite games for each 
genre, and it's 
something we'd 
definitely like to do. 

Rather than run the 


With the PC games market predominantly male, there's 
no doubt that a voluptuous female on the front cover 
of the magazine is going to help sell a few copies. The 
dedsion to put the image of Red Lotus on the front 
cover was in no way an attempt to court controversy 
though. Far from it. As with the Men in Black, Abe's 
Oddysee and Die By The Sword issues, we merely put 
an image on the cover which we felt was eye-catching 
and clearly represented the featured game. 


charts each month 
though, we're 
looking along the 
lines of doing it 
every six months as 
a buyer's guide to 
what's hot and 


Busy bodies 


s it just me or is it that all these busy 
bodies that believe people will try and recreate 
what they see in computer games are missing 
one very important point: the people who play 
the games don't commit the crimes. The regular 
everyday people who enjoy stealing cars and 
running over innocent pedestrians in 
Carmageddon and GTA are sitting at home 
running over pedestrians on a computer 
while other people are out there stealing 
cars and joy-riding. The dysfunctional 
individuals who hang around in 
gangs and get their kicks from 
committing real crimes generally 
look down upon games players. 
'Sad' is the word they would 
use to describe us. Why is it 
nobody in the press has 


seen this? The trouble makers are too busy 
spending their hard earned (or stolen) money 
on drink and drugs than on expensive 
computers and games. When I get angry I find 
the best way to relieve the aggression is to 
beat the crap out of a virtual opponent or go 
on a killing spree that kills no-one. Computers 
and games REDUCE crime. To prevent crime my 
advice to the government is to give away free 
games and computers to everyone, or at least 
subsidise the industry. 

Ben Some, Northants 

The type of people committing crimes and their 
reasons for doing so is not something we're 
particularly keen on debating. You have raised 
several interesting points in your letter though 
Ben, especially the one about computers helping 
to reduce crime. Every time a controversial game 
such as Grand Theft Auto comes out, certain 
sections of society jump off their arses 
complaining that it'll encourage people to commit 
crimes. However, a recent government inquiry 
found that there was no evidence that violent 
content in films or games had a direct influence 
on the level of crime. Although we're not 
psychologists or sociologists, it seems to us that a 
person's morality is not likely to be affected by 
the kind of games they play. That's what we 
reckon anyway, whether we're right or not is 
another matter. One thing you can bet on though 
is that the arguments, complaints and controversy 
surrounding violent games and films will continue 
to rage for a long, long time. 

Do we need it? 

Qreat magazine, but I have just one question: 
What is this craze with skimpily clad females in 
computer games? I mean, if the producers think 
that it will boost their sales then they are seriously 
disillusioned - who will buy a game just to look at 
the characters? It is the games' content that 
matters, rather than the body or clothing of the 
females. Tomb Raider II is a great game but no-one 
needs the breasts. 

Thomas Fenton, Suffolk 

Contrary to what you may think Thomas, scantily 
clad ladies do sell games! Whether this is right 
or not is a different matter, but there's no 
denying the fact that it happens. Answer this 
question: if, in a games world that is 
predominantly male, there are two games of 
equal quality, one with an attractive, voluptuous 
female star, the other with an overweight bloke, 
which do you think is going to sell more? The 
one with the female, of course! 








LEtters 
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stage in the game's development and the teams were 
in there purely to give an idea of how the finished 
game would look. 

The prices quoted at the end of each preview 
and review are the recommended retail prices 
supplied to us by the software companies. Obviously, 
such is the competition amongst software retailers 
that these recommended prices rarely last for long. 
What you hove said only reiterates what we have 
said on many occasions, that it's worth shopping 
around when you're looking for a new gome. 

As for your last question. Deathtrap Dungeon is 
well worth purchasing. It plays similarly to Tomb 
Raider II in many ways, but is a quality purchase in 
its own right with over fifty different enemies, lavish 
graphics and enormous levels. 


Millennium bug eampaign 


lirst off I would Like to 
congratulate you on a great 
magazine. Secondly, I would Like 
to ask you whether what I've 
heard is true: I've heard that in 
the year 2000 all the PCs will 
crash - is this true? If it is 
true, why? And how can I 
prevent it from happening? 

Daniel Hembrough, 

Manchester 

There's seems to be a lot of 
misinformation flying about 
regarding the year 2000 and 
the effect it will hove on PCs. Some 
claim that when PCs clock over in to 
the new millennium they will all 
crash, but this seems to be an 
exaggerated statement. If you wont to 
find out more about the Millennium 
Bug and the effects it could hove then 
visit the government's official Action 
2000 web page at www.open.gov.uk/ 
bug2000.htm 

Fnntball mad 


have been reading your 
magazine since issue one and I have 
been very impressed with the content 


and the cover CD. I am a big fan of soccer and own 
copies of every single FIFA game from the 

original to RTWC. I also have Actua Soccer 2, 
but due to your review have steered well 
clear of Puma World Soccer and K.O. '98. 
After my purchase of Actua Soccer 2 I 
couldn't help noticing that the 
screenshots were of Man United 
versus Chelsea. How was this 
possible if the game (and this is the 
only complaint I have of the game) 
only features international teams? 
Another question I would like to ask 
is that when you look at the price 
of the games you will notice they 
are between £35-£45. When I have 
bought games I have never paid 
more then £30 (I own Actua Soccer 
2, Tomb Raider II, Riven, Grand Theft 
Auto and many others) I purchase my games 
from the Liverpool branch of 'Game' - can 
you explain your valuation? 

My third and final question is, is it really worth 
me buying Deathtrap Dungeon when I already 
own TRII? Please do your best to answer my 
questions and keep up the good work. 

James, Liverpool 

Generally speaking, the screenshots you see in 
the magazine are taken by us as we review 
each game. Occasionally though, this isn't 
possible and the software companies supply us 
with the screenshots to accompany our review. 
This was the case with Actua Soccer 2, but it 
seems those that we used were from an earlier 




Sexist pigs 


ll am a regular buyer of your magazine 
'Ultimate PC' and find it very reasonably priced at 
£3.95. However, I am disgusted by the way your 
magazine seems to cater only for the male 
market and I am afraid that by doing this you 
are losing many female buyers. I was reading 
issue six and saw evidence of this many times. 




For example, on page 61 - your Readers' Awards 
- comments like, "In fact, if you were that 
childish, you could even say Lara was way out 
in front..." where I assume you were referring to 
the size of Lara's breasts, proves that you don't 
have women in mind while writing your 
magazine. It was abo interesting to find out 
what sex the readers that you asked were and I 
think it is highly likely that they were all male. 

I also noticed that all your reviewers were men 
and I noticed that you have only one female on 
your team - Helen Barr. Well, to be honest I 
feet very sorry for Helen having to work with a 
lot of male chauvinists like you! 

Michelle Brady, Middlesex 


■■ having teamed up with Microprose, we're 
offering a copy of the delectable Worms 2 for the 
writer of each month's Star Letter. Worms 2 was 
reviewed in issue 3, and thanks to its improved 
graphics, superb gameplay and riotous 
multiplayer mode, scored a well 
deserved 92%. For the authors of the 
other letters printed each month 
there's a free title from Microprose's 
PowerPlus range. % 

Please remember to send your 
address whenever you write in so that 
we can ensure that those who have a ^ 

letter printed receive their free game. 




Apologies if we have offended you Michelle, it is 
not our intention to upset our readers. The 
comment made about Lara Croft was intended 
only as a light-hearted remark. As for the sex of 
those that participated in this 
year's Readers' Awards, all readers, 
both mole and female, were 
invited to send in their votes for 
the best games. 

The fact that we have only one 
women on the Ultimate PC team 
(although there's actually three 
now) is, to be honest, irrelevant. 

We employ people on their 
qualifications, not their sex! 


If you have comments, queries, or even comp 
about the magazine, games or life in general, then 
write to us at Penultimate, UinMATE PC, Rapide 
Publishing, 1 Roman Court, 48 New North Road, 
Exeter, EX4 4EP and let us know. There's a free copy 
of Worms 2 for the Star Letter and a Powerplus game 
for all other letters printed. Apologies to anyone who 
has had to wait a little while for their prize, but the 
problem has been sorted and shouldn't occur again. 
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s^art off my section 
this month with an apology 
to those who read the news 
item in last month's issu^ . 
entitled 'Fighter Ace 
Available'. It was brought to 
my attention that yes, the 
game is available - 
however, only to tho^ in 
North America! Pay for Play 
on Microsoft's Internet 
Gaming Zone cannot be 
used at all in the United 
Kingdom, meaning there's 
no real point in reviewing 
it which was my intention. 
This goes for any other pay 
for play game at the Zone. 
Apparently a European 
version of the service is 
planned for the future, but 
I feel that it could be some 
time until it eventually gets 
up and running. Still, 1 still 
managed to play Fighter Ace 
(.using the one day free trial 
and it's not as brilliant as 
the hype makes out. 
hopefully that makes ypu 
feel better? Even thou^ 
not graphically amazing. 
Interactive Magic's Warbirds 
is much more fun 
(www.imagicgames.com)! 

Onto the section, and 
for this month's feature I 
decided to put together a 
guide to UPC's top ten 
Internet games, so ensure 
you check those out. I 
also look at games under 
beta testing in Wired ^ 
Gaming, and as always 
there's plenty of PC 
gaming Web sites to check 
out in Cyberspace. 


Simon Lovell 
simon@rapide.co.uk 


The lauech of a new European online games service, a rnani-up of fhe ten lest 
online multlpla)er games ani a look at beta testieg some promising new games 
ust a few of the features that cae he feued in this mnnih’s Do Ihe Wire 
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Which multiplayer games are actually worth playing?. This month we decided to 
find the top ten games which can be played over the Internet. Has Quake had its 
day or does it still attract the masses? Find out in UPC's Best of the Net. 

REVIEWS/PREVIEWS 106 

Companies beta test games a lot, most of the time offering online gamers the ■ 
chance to play for free. This issue we take a look at some games which are under ^ 
the beta stages at the moment and see how they're coming along. ^ 

CVRERSPACEIOR 

PC games players with access to the Net will no doubt be intere^win logging onto a 
few related home pages. As always, we evaluate a selection some good, others bad. 






News 


LLLLtrr mmiim. LULiii 


t's slightly bizarre really - just 
I as I start to moan about the 
Internet Gaming Zone, another company 
decides to come along and launch a 
gaming service especially for the 
European online games market. 
Gamezone is the name Of the new pay 
for play service which has been put 
together by IT systems and services 
company ICL. It costs £1.80 per hour, 
£6.00 for a full day ticket or weekend 
gaming costs £10.00 between 6pm on 
Friday nights to the following Monday 
morning at 6am. 

Chat areas have been set up so that 
users can get to know their opponents 
before they go into battle. 

Special sessions will also take place 


where game developers will be online 
to answer user questions. 

GamesZone's visionary, Ian Nairn 
commented on the new service: 
"GamesZone is different from everything 
else on offer and it's cool. Its appeal is 
universal with all ages and types of 
people catered for. And this is no 
accident. We've talked to games players 
and suppliers from all over the world, 
and by listening to them we've created 
a service which will provide our users 
with a great, fun experience. It's a site 
with character. If it were a car it would 
definitely be the new VW Beetle - 
timeless style and appeal with 21st 
Century oomph under the bonnet! Retro 
techno with attitude..." 


For gamers to be able to use the 
service their PCs will have to meet up to 
the following minimum specifications: 
Pentium PC, 32 MB of RAM, 28.8 
modem, Windows 95, an Internet 
account (and email address), and either 
Netscape's Navigator 3.X/4.X or 
Microsoft's Internet Explorer 3.0. 

If you have this set-up then simply 
visit the GameZone Web site at 
www.gameszone.net and here you are 
able to request a CD-Rom containing all 
the software you need. Alternatively you 
can download it from the site. ■ 

























INTERnet 





O T's gaming service has 

undergone a few changes 
recently, and the company is hoping 
that the introduction of some attractive 
new features will boost the number of 
players which currently exceeds 35,000. 

Those wishing to indulge in Net battles 
via Wireplay can now make use of credit 
card billing which has been introduced to 
widen customer choice and make the 
whole service even more value for money. 

Prior to the billing option, users paid 
for the time they spent online at a rate 
of £1.50 per hour off-peak, but the 
subscription based offer is designed to be 
a different choice for those who spend a 
lot of time playing with a monthly flat 
rate of just £9.95 per month. 

Head of Games for Wireplay, Colin 
Duffy commented on the restructuring of 
the service: "Wireplay, like all successful 
consumer services, thrives by listening and 
reacting to its customers' needs and 
wishes. While the majority of our gamers 
are happy with the original 'pay as you go' 
system, a number of regular users have 
asked for the option to pay by credit card. 
Now, with the introduction of this new 


payment scheme, we are happy to give 
them what they want." 

In addition to the monthly scheme, 
an ongoing payment scheme has also 
been set up and offers a full year's 
subscription for £99.50. This has been 
named Wireplay Gold. 

It doesn't stop there though. Further 
discounts can be made using BT's other 
discount schemes including Friends and 
Family, Premier Line and the new Best 
Friend option where users gain a saving 
of 20 per cent on calls to Wireplay. 

The service's client software has also 
received a slight face-lift and now features 
multiple channels, its own Internet mail 
system, a guide to what's happening at 
the service and an update function 
automatically changing enhancements to 
the service as soon as they're made. 

Games wise, one of the major 
additions to the growing catalogue of 
titles is Quake II. After a long period of 
beta testing, the game is now fully 
functional and can be played using a 
dedicated Quake channel. 

So-called Quake Supremo, Adrian 
Manning explained how Quake II makes the 
most out of Wireplay: "Anyone who has 
played Quake over Wireplay will know all 
about the system's amazing performance, 
but nothing will prepare them for the way 
that Quake II runs... it's flying. We're 
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achieving 'ping' times of 100 milliseconds 
using standard 28.8 modems, which is 
quick enough for anyone's tastes." 

To play Quake II on Wireplay, users will 
need to download various software which 
can be found via Wireplay's download zone. 

For more details on the Wireplay 
updates and to get hooked up, visit the 
Web site at www.wireplay.com. ■ 



Quake II now available on Wireplay 
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Bl's Wireplay service continues to go troni strength to strength. This month’s announcement that a special Quake channel has been set up Is sure to go down well with gamers 
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ONline 



In searnk nf thn Ideal Inlenel game? You’re 
the right place, as this month we tell you 
which ten get the IlmMiii PC seal of approval 
let the drum-rail begin... 


f the Net 


at 


n t's all very well wanting to play an Internet game, but there are so 

many available now it's hard to decide which ones are good and which 
aren't worth playing. Even though a game could be good in single player mode, 
the same sometimes can't be said for its online capabilities. This month we 
decided to sift through the massive catalogue of games which can be played 
over the Net to bring you the top ten Internet games of the moment. They're all 
worth a blast and are enjoyed immensely by the crew... 



Publisher: Virgin 

Price: E39.99 

Online Cnst: Free 

Web Site: www.westwnnd.cnm 


1. Inke/Qiake II 

Publisher: Activisinn 

Price: 639.99 

Online Cost: Free 

Web Site: www.activision.com 




t's hardly surprising that Quake and Quake II managed to 
reach our top spot. The original is still hugely popular 
over the Internet and several games services such as Wireplay 
(and soon Microsoft's Internet Gaming Zone) support it. Quake II 
now seems to be taking over from its little brother though, 
thanks to a great new selection of weapons, an improved engine 
and plenty of other features to entice gamers to battle it out in 
the many different arenas. Downloads are also available from the 
Web for new character skins, patches to update the multiplayer 
features and more. Whether Quake II will be knocked away after 
the release of either Sin or Half-life we don't know, but for the 
moment Quake is still the king! ■ 


U f you're a strategy fan, 
you're bound to love Red 
Alert. It is, of course, the sequel to 
the hit. Command & Conquer. The 
game's popularity prompted 
developers to implement multiplayer 
options into the sequel, and rightly 
so. It seems as though Red Alert is 
popular all around the world as well 
as in the Ultimate PC offices. If you're 
not familiar with the game, your task 
is to use build defensive and 
offensive structures, move in troops 
to defeat the enemy and ensure they 
don't destroy too many of your lot 
(that's a very basic description). As 
you can imagine, the multiplayer 
gaming side is an even bigger 
challenge, as the skill level of 
opponents varies from game to game. 
A well deserved second place. ■ 



'——>■---- 

4. Ultima Online 

Publisher: Origin 

Price: 639.99 

Online Cost: Free 

Web Site: www.ultiniaonline.com 

O s you've probably worked 
out by the name of the 


game. Ultima Online was designed 
specifically to be played online. 
Although it's still one of the most 
popular online games, we didn't 
feel that Origin's Ultima Online 
should reach the top of the 
podium. There's been a lot of fuss 
going on lately with people 
tampering with the rules which 


indicates a weakness. Still, 
despite this, it seems to be 
extremely popular and those who 
enjoy strategy games and an 
online challenge will love this. ■ 


3. Acrophobia 

Publisher: Oerkeley Systems 
Price: Free 
Online Cost: Free 
Web Site: www.bezerk.com 

n eviewed favourably in 
last month's issue, even 
though it's just a word game. 
Acrophobia is highly addictive and 
has managed to get several 
members of the Ultimate PC team 
playing it - even after work hours, 
which is really saying something! 

The idea behind the game is 
refreshing in its simplicity: players 
must create the best acronym from 
the letters that are chosen for 
you. Loads of players can join in, 
voting for each other's entries 
which then determines a winner. 
Acrophobia is excellently presented 
and even includes speech. One of 
the major plus points is that it's 
free for download. 


If you're creative and have a 
sense of humour, it's a must-try. ■ 
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5. Warbirds 

Publisher: Interactive Magic 

Price: Free for download 

Online Cost: $2.00 per hour, $10 minimum 

per month 

Web Site: www.imagicgames.com 


n nteractive Magic are 
famous for their flight 
simulators, so it's hardly surprising 
that they decided to produce one 
solely for play over the Internet. 

Even though the graphics are very 
basic, Warbirds is still the most 
playable online flight simulator. 

The air space is filled with budding 
pilots, all out to get a piece out of 
opposing teams. The game is free for 
download via Interactive Magic's Web 
site and players are required to pay 
$2.00 for each hour of use. Free hours 
are available in special promotions all 
the time, so look out for those. ■ 



B. Interstate 76 

Publisher: Activision 

Price: C39.BS 

Online Cost: Free 

Web Site: www.activision.com 



his car combat game was 
released a while ago, but 
in our opinion it's still the best 
game involving the use of cars over 
the Internet. 

A new version of the game 
called 'Nitro Pack' is soon to be 
made available, so that should 
attract even more people into the 
different game areas. Players 
basically choose a vehicle, get it 
geared up with loads of weapons 
and then enter an arena to 
challenge others. Activision have 
their own servers up and running 
and thankfully there are no 
subscription costs involved. ■ 



7. Jedi Knight 

Publisher: Virgin 

Price: C39.99 

Online Cost: Free 

Web Site: www.lucasarts.com 


1. 1 I ore first-person shooter 
LLUI action, this time with Jedi 
Knight, based of course on the Star 
Wars license. 

Although not as addictive as 
Quake or Quake II, Jedi Knight comes 
a close second thanks to plenty of 
weapons, great visuals and the 
amount of people it attracts into the 
Internet Gaming Zone where it can be 
played for free. As long as you have a 
boxed copy of the game, just visit the 
Zone, download the relevant software 
and you're away. Use your light sabre 
to wipe out enemies, blast them with 
violent futuristic laser guns and 
basically become the elite. ■ 




8. X-Wing Vs Tie Fighter 

Publisher: Virgin 

Price: E39.99 

Online Cost: Free 

Web Site: www.westwood.com 

O nly one space combat 
game managed to reach 
our top ten and it's no surprise 
that Lucasarts managed to get 
sneak in at number eight with X- 
Wing Vs Tie Fighter. Star Wars fans 
can use Microsoft's Internet 
Gaming Zone to play this game and 
travel around in their futuristic 
space craft, blasting away 
opponents amongst the stars. The 
game's new upgrade pack. Balance 
of Power is also supported, 
featuring a few new features for 
those playing over the Net. May 
the force... (yeah yeah - Ed). ■ 



9. Worms 2 

Publisher: Microprose 
Price: £39.99 
Dolioe Cost: Free 
Web Site: www.worms2.com 

O ne of the best multiplayer 
games of last year, it was a 
smart move on the part of Team 17 to 
implement an online option into their 
Worms sequel. Now many more players 
can enjoy using a wide range of 
weapons such as old grannies and 
petrol bombs to destroy worms from all 
over the world. The game has its own 
special area where you can chat to 
opponents prior to battle and then 
take it in turns to attempt to wipe out 
the opposing army of wriggly creatures. 
Your strategy will earn you big worm 
status, whereas bad moves will leave 
you a mere shrivelled up raisin. ■ 



10. Netstorm 

Publisher: Activision 

Price: £39.99 

Online Cost: Free 

Web Site: www.activision.com 

D eputy Dave plays Activision's 
strategy game like nobody's 
business, and so it just had to reach 
the top ten. If you like the idea of 
sacrificing priests in order to gain 
power to build even more powerful 
resources, then we would suggest that 
you give this one a go. And even 
those who don't enjoy strategy games 
are recommended to give it a try. It 
was designed to be played over the 
Internet and as you would expect, 
brings in plenty of gamers into the 
game arenas every day. It's free to 
play out of the box and little setting 
up is needed to get playing. ■ 



The top ten games listed in 
this section were the 
UmMATE PC team's pick of 
the bunch. However, our 
opinion may be different to 
yours. We'd like you to 
send in your top five 
Internet games and in a 
couple of months we'll 
publish the results. 

Send your top five Net 
game list to My Best of the 
Net, Ultimate PC, Rapide 
Publishing, 1 Roman Court, 
48 New North Road, 

Exeter, EX4 4EP. 

Also, we'll be randomly 
picking a selection of 
people out of a hat to send 
games to ('cause we're kind 
like that"), so be sure to 
leave your personal details. 

If you can't be bothered 
to lick a stamp, email your 
top five to simon@rapide. 
co.uk. Okay? 
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Gaming 


This month Wired Gaming takes a iook at a seiection of games under beta testing at the moment. 
We see how they’re already attracting oniine game fans... 





Whilst work continues on Alien 
Resurrectinn, Aliens Online 
should satisfy the bloodlust of 
fans of the films 


AUENS ONLINE 


O ames based on films released some time ago seems to 
be the craze lately. Blade Runner was a hit and 
Wargames is soon to become available. Now Fox Interactive are 
hoping that their new dedicated online game, Aliens Online will 
attract some attention. It's based on the original Alien film 
starring skinhead Sigourney Weaver and is already getting quite 
a few people playing the beta version via the Net games service 
Gamestorm (www.gamestorm.com). 

As long as you have a subscription with Gamestorm and 
have downloaded all of the software needed to get it working, 
you can join the hordes of people currently playing. 

The game is of the first-person variety and gives users the 
chance to play as either an alien or marine. Marines get 
equipped with all of the beefy weapons you would expect - 
pulse rifle, flame-thrower, etc. If you do decide to play on the 
human side, you can either enter an infested area on your own 
or attach yourself to a Fireteam, consisting of other marines. 
Those who do decide to go solo though don't get the choice of 
some of the better weapons, so it's best to spend some time 
setting yourself up with a bunch of other people. 

Prior to entering a mission, you can set up your marine so 
that they look different from others. This is mainly in the form 
of attire, although your head can be swapped in the process. 

Alternatively, instead of being a marine you can turn it around 
and go against them, being one of a few different aliens. In this 
mode you get to swipe them across the chops with your hands or 
flick your powerful tail towards their bodies. I have to say though. 



f^^rfres. 
AH(*rs: 
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at each attempt I made to kill one of the marines I didn't stand a 
chance against their weapons, and most of the time I was pumped 
full of lead with slimy body goo strewn all over the floor. I soon 
realised that a lot of practice is needed to master this life form! 

The actual playing screen is quite small, but this helps to 
avoid the game slowing down somewhat. Other parts of the 
screen inform you of your squad, give you a chance to talk 
with them and a radar is also featured. 

Aliens Online is brilliantly presented and will surely be loved 
by fans of the series of Alien films. I'll keep you up to date 
with any major changes implemented and provide you with a 
review score within the next couple of issues. ■ 

Type: Internet 
Publisher: Fnx Interactive 
Deveinper: Kesmai Studies 

Price: Free tn dnwnlnad/subscriptinn tn Gamestnrm needed 

Web Site: www.fnxinteractive.cnm & www.gamestnrm.cnm 

Memnry: 1BMB 

Prncessnr: PBB 

Mndem Bequirement: 2B.B 

Cnntrnis: Keys 



Players nf Aliens Online can assume the rule nf either a space marine nr nne at several different aliens. There’s numernus weapons available to the players as they seek to defeat the enemy 
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RAIDER WARS 


MilLTIplayer 


helps the game to run well over the Net on slower machines. 
I'm sure that when the final version is made available, patches 
will follow for users to update their versions to something a 
little more graphically impressive. 

Like Aliens Online, I'll keep you posted with any major 
updates and a review score will arrive just as soon as the full 
version is launched. ■ 

Publisher: Interactive Magic 

Developer: Interactive Magic 

Price: Free to downioad/subscription to Imagic Online 

Web Site: www.imagicgames.com 

Memory: 16MB 

Processor: PSD 

Modem Requirement: 28.8 

Controls: Keys, Flight stick 


Anybody remember Hite? 

INTERSTATE 
7B NITRIL^ 


Activision's original 
Interstate '76 was a 
blinder of a game, 
especially when it came 
down to hooking up your 
modem and playing against 
other people online. For 
fans of the original, the 
company are releasing the 
Nitro Pack which includes 
even more deadly cars 
(clown and hearse versions 
are among some of the 


n ight from when Wing Commander first 
came on the scene, space combat 
games have proved incredibly popular. 

Now there's a new breed: 
online space combat 
games, and these 
also seem to be 
taking off. 

Lucas Arts' X-Wing Vs Tie Fighter set some standards 
and is still very popular, being used via Microsoft's Internet 
Gaming Zone. However, you do have to buy a boxed copy of the 
game. Interactive Magic are hoping to steal the limelight with 
their dedicated online title. Raider Wars. In order for people to 
play they must have a subscription with Imagic Online, the 
company's online games service. Once you've joined you are able 
to download the software for free from the Web site. This feature 
has already had the vote from beta testers, and will surely be 
popular when the full version is announced soon. 

A total of eight futuristic craft can be flown, each with 
their own individual good and bad points. They are equipped 
with a variety of weapons including the standard lasers and 
rockets. Once you've had a look at each of them and decided 
on your favourite model you can then decide on the team you 
are going to join. There are several of these, each represented 
easily with colours - gold, green and red. Just choose one and 
then shoot out of your mother ship to the awaiting enemy 
ships. You will of course have other people on your side to 
assist with attacks. 

Like Interactive Magic's other online flying game Warbirds, 
the visuals aren't anything special in Raider Wars, but this 



new vehicles included!), 
new levels, 3DFX support 
and more. We've managed 
to get hold of the game to 
play it in single player 
mode, but unfortunately 
there are no servers set up 
to support the new version 
yet, so hopefully we'll 
bring you a review in next 
month's issue. 
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It’s spreading like madness, so It’s hardly surprising that there’s been no shnrtage of PC games 
Web sites for us to take a look at this month. As usual, we test some commercial sites as well as 

try out more geoeral sites for gamers... 



C/NET have done a brilliant job 
with Gamecenter. It’s packed full 
of PC games information! 


http://www.gamecenter.Gom 



rom the name of this gaming 
I home page, you can probably 
tell that it's based in the USA because of 
the spelling. This is good for us all in a 
way, as a lot of information and demos 
are announced in America first, so it 


saves us having to wait for up to three 
or four months for news. 

Gamecenter is a pretty amazing site, 
and this is mainly thanks to the amount 
of content they manage to cram in. It 
follows a long line of other Web sites 
from the same company C/Net. They are 
responsible for sites such as News.com 
and Download.com which also manage 
to get the hit count up to a staggering 
level. Although some of the data 
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A PC gamer's 
dream site 
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http://www.hyperactive.Gom 


n remem her when Hyper@ctive 
was first launched a couple of 


years ago. It was popular then and by the 
look of it, is still managing to bring in 
games players now. All of the work is done 
in, believe it or not, Australia. When you 
visit, you will notice that as well as having 
a server in their home country, there's also 
one in the States as well - you will have 
to choose which one you want before you 
enter the main site. 

As you will notice when you drop in, 
the site's front end is pretty packed, 
mainly with links to different areas. Most 
of the time, the recent reviews get a bit of 
coverage here to entice people to read on. 
This area is pretty cluttered and could 
easily be a lot better organised than it is. 
On the left you will find a frame which 
holds ten link buttons: Home, Arena, Code, 
Downloads, Reviews, Hotshots, Letters, 
Links, About and News. Most of these are 
self-explanatory, but unfortunately, if you 
don't work out the name of one of the 
links you will have to use it to find out 
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provided is console based, the majority 
will benefit PC games players as 
opposed to those who may own the 
PlayStation or Nintendo 64 machines. 

As well as covering the latest stories 
and ensuring that the newest game 
demos are put on the site for downloads, 
the home page also provides visitors with 
interesting features and various guides 
for topics such as multiplayer gaming. In 
addition, reviews are also available, 
plus previews, cheats and a section 
named Xperts which airs comments from 
various members of the Gamecenter 
team and is basically a column section 
with a few opinions. 

Fortunately it doesn't just stop with the 
content side of things. Visitors can also 
enjoy reasonable download times, a good 
organisation system, well thought-out 
design and frequently updated pages. ■ 



exactly what it's all about. Codes, for 
example, features cheats and solutions for 
a wide range of games. Sadly it's not all PC 
dedicated, but just like most general 
gaming sites, a lot of the editorial is 
geared towards the PC games market - 
crazy console kids can go elsewhere. 

Hyper@ctive is undoubtedly a good 
gaming site with plenty on offer. However, 
because not so much attention has been 
put into organisation and design, it sadly 
doesn't sit with the big boys of the Web. ■ 
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n f you didn't already know. 

Forsaken is Acclaim's big title 
of the year. They're putting a lot behind 
it and are expecting it to sell extremely 


well. So I wasn't surprised at all when I 
visited their Web site to discover that 
plenty of effort was put in to promoting 
this title. If you really want to, you can 
even access the Acclaim site by tapping 
in www.forsaken.com. There's no 
difference, but it's shorter I suppose. 
The Forsaken area offers a lot, from 


video files to downloads, screenshots, 
technical specs and let's not forget a 
rather nice image on the main Forsaken 
page of a naked female (don't worry 
parents, it's not a full on job!). 

Other games featured include NHL 
Breakaway '98, the company's new 
hockey game. There's also corporate 
information, an online store, support 
area, site map (not online yet) and 
details of other areas of Acclaim 
besides video games. Did you know 
that Acclaim also produced comics? 
Well, now you do, and you can find 
out more at the Web site. 

As far as design and organisation 
goes, it's all about average. It's easy 
to navigate around, fairly fast and 
obviously updated on a regular basis. 
Not exactly exceptional, but good all 
the same. ■ 



Well, what can we say? Will this 
photo make you hoy the game? 


^ ■, 



VERDICT 

An average 
company 

Web site 

7 
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You can find out mure details about the power 
of 3DFX at this site. Great if you’re interested 
in buying a 30 card, otherwise pointless 




UK 

http://www.3dfx.com 

n owadays, if you don't own a 3D 
accelerator card, you're not 
going to make the most out of your games. 
It's as simple as that. Of course, companies 
are attempting to promote theirs as much 
as possible and the Internet is a great way 
to get a couple of extra sales. This site will 
inform you about all of the latest Voodoo 
technology. In all there are eight key links 
which are; Products & Technology, Voodoo 
Arcade, Developer Info, Corporate & Sales, 
Drivers & Software, News Flash, Links and 
Site Registration. 




From this home page, you're 
obviously not going to get news on new 
PC games or anything like that. It does 
however give you the chance to learn a 
lot more about 3DFX if you're thinking 
of getting hold of one. 

As you would expect, the graphics 
at the site are good, rendered nicely. 
Surprisingly there are no special effects, 
but it's likely that the company didn't 
want to cause any loading hassles 
which can't be complained about. 

It's one of those sites which is only 
online for one main purpose, and that's 
to sell you a product. There are software 
downloads available though, such as 
3DFX game upgrades. Otherwise it's a 
site which will bore you to death, 
despite the nice rendered images. ■ 



Nice graphics and a lot of plugs 
for their products - hey ho... 


VERDICT 

Want to buy a 
3DFX card? 
Visit this site 
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FEATure 



Control Vonrsolf 


MILLENNIUM 
3D INCEPfOR 


Thrustmaster 

E69.9a 

01276 609955 


Even though we 
evaluetei a selectlan 
ef peripherals 
last Issue, we thoeght 
‘what the hech, we’ll 
get soBie more ie and 
do it again this month.’ 

So we have... 
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he most common game 
controllers are of course 
flight sticks. A lot of 
companies make them, but 
very few manage to 
produce a product which 
is either radically 
different from the others 
or realistic. They decide 
that they want to make a 
stick cheap to buy and then 
cheap plastic is used, not much 
thought is put into the design and 
what you are left with is something 
pretty poor. For some time now, one company which 
continues to stand out from tffe crowd is Thrustmaster. 
They spend a lot of time researching into their game 
controllers, and often they're used by professionals in 
training simulators. 

From the mifTute I saw the Millennium 3D Inceptor I 
knew it was going to be a bit special. It has the 
appearance of something professional, and once you get 
your hands around it and feel the weight you'll be even 


RAGE 3D 

Thrustmaster 

639.99 

91276 669955 


his outrageous pad is one of the 
first to incorporate both digital and 
analogue directional control, which seems to 
be the way for peripheral companies these 
days. Thrustmaster have been quite 
imaginative though, and instead of including 
two completely different movement devices they have 
just made one which switches from one to another. So, 
if you want to play a football game, use the smooth 
3D option for more sensitive control or alternatively, if 
you're playing a beat-'em-up, change over to 2D. 

After playing Actua Soccer 2 and managing to score a 
goal with the 3D mode on, I figured this was a pretty 
nifty piece of equipment. 

As well as the digital/analogue function there 
are also six main buttons on the face of the Rage 
with another two besides for Start and Select, a. 
further two on the top and finally two on the 
back. That's right, twelve in all. 

The Rage also has a couple of other nice features: 
Instead of buying more game cards for your PC, you 
can instead just plug another Rage pad into this 
existing one. This of course saves money and will 
benefit those who love some multiplayer action. 

Another great point to not^about this pad is 
that it's extremely easy to set-up and there's a 
brilliant screen which allows you to test all of 


more impressed. The surprise comes afterwards however, when you 
notice that instead of moving the stick forwards and backwards 
like you normally would, the Millennium uses a pivot motion 
which requires slightly more effort to make the movements, but is 
most impressive and certainly different from what we've been 
used to before. The pivot is then assisted by the standard 
side motion and the stick can also be twisted left and 
right for rudder movements. 

On the head of the stick you will find the 
main fire button for your first finger, which 
is followed by another two above and a 
point-of-view hat for looking around you 
when in the air. On the base there's 
another three buttons followed by a 
useful throttle control. 

When using the Millennium with 
Microsoft's Fighter Ace, the only keyboard 
commands which had to be made were 'G' for my 
landing gear and 'B' for brakes. 

The Millennium is an excellent piece of equipment which is 
nicely priced and deserves credit. It's easy to install, works well 
and will ensure that you get the most out of your flight sim. ■ 


IPT ^ 

lb I lovely pivot action 


your buttons. The windows control panel which usually sets 
this kind of thing up can sometimes get a tad annoying, so 
having something extremely user friendly is excellent. As 
soon as you know everything is up and running, just click 
on the 'Activate' button and you're away. 

Although outrageous looking, the Rage is very easy to 
handle and sits quite comfortable in the hand. On the 
downside though, it's slightly more pricey than the PC 
Powerpad Pro (£24.99) reviewed last issue. That model 
has a lot of the same features (the 3D directional control 
wasn't anywhere near as smooth though) plus a throttle 
slider for flight-sim fans. However, if you can stretch your 
budget, you will not be disappointed whatsoever. It's an 
excellent and well designed pad! ■ 


If you love different types 
of games, buy this 
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FORMULA 1 
RACIHG WHEEL 


Thrustmaster 

£99.39 

0127B 609955 


id you know that this*is the official racing wheel of 
I the FIA Formula One World Championship? Well it 
is, and when you get your hands around it, you'll realise why. 
This is undoubtedly the best rating wheel set-up around at 
the moment. It features a sturdy and realistic wheel, rather 
nice, tight desk clamp, gear stick and a set of pedals for 
acceleration and brake^ The wheel also includes two buttons 
which can be set-up to perform various tasks in games, such 
as beeping yoi^ horn or switching between views. 

When playing Microprose's Ultimate Race Pro we found 
most of the set-up to be excellent Flowever, the pedals could 
have done with some rethinking. When you put pressure on 
them you are forced to hold down your heels in order to avoid 
the whole thing tilting up. This could have been avoided of 
course by either adding more weight to the front or possibly 
using some kind of velcro system, as most people are bound 
to be placing the pedals on a carpet. Because of the 
tilting you are unable to use the right foot for 
acceleration and brake because sudden movements set 
the thing moving all around sliop^ So, to avoid this 
problem you are forced to use the unconventional 
method of using your left foot for the brake - a big 
shame. Apart from the pedals however, the whole 
set-up is pretty smart. 

Cliff visited Microsoft last 
month and repofted that the 


company are currently testing out a force 
feedback steering wheel for PCs. This is said 
to be in development by Thrustmaster as well, 
so things are looking up for racing wheel fans. 
If you can't wait though, the Formula 1 Racing 
Wheel is great and works well with most 

y o t i-aren't too bothered about the 
pedals and know you won't be making use of 
the gear stick, Thrustmaster also have another 
racing wheel without these add-ons which is 
priced at around £60. 


IpT Very good, but has a 
lb I few pitfalls 


‘TILT’ 

Microsoft Sidewinder 
E50 

901 425 992 9066 


his is the latest, soon to be released product from 
I Sidewinder, the game controller brand name of 
Microsoft, and is so new that it doesn't even have an official 
name yet, but has been shown to trade journalists under the 
code name of 'Tilt.' 

This new controller is an interesting and original concept, 
combining the functions of a fully-featured game pad with a 
revolutionary tilt sensor for a whole new level of control. The 
technology for this innovation is based on the solid state 
movement sensors found in car airbag systems, so long-term 
reliability should be assured. 

While there have been a few previous attempts to make 
movement-sensitive controllers, they have been based on 
mercury switches and have been rather less than perfect. 
Fiaving tried this new SideWinder product however, I can 
vouch for its excellent playability. It was as quick and 
responsive as a good analogue joystick, and with carefully 
designed ergonomics it felt solid and comfortable even in my 
extremely large hands. 

The movement sensors can be turned off if necessary, 
leaving you with an excellent conventional pad with a full 
range of features, including six thumb buttons, two front 
triggers, a D-pad and an analogue thumb-wheel throttle 
control. There is also the useful 'Shift' button found on other 
Sidewinder controllers. As with the other products in the 


Sidewinder range, build quality is of the highest 
order and the device looks cool and stylish. 

The Tilt is scheduled for release in 
the autumn and should be priced 
at around £50. ■ 


IpT Great new feature, excellent 
lb I design and build qualitv 


























There’s dozens of differeot golf sims oot on the market and differentiating between them 
can often he a difficnit task, hot are they all really on a par? We take a ionk at five 
of the latest golf games and find oot how they compare oot on the coorse together. 



Publisher: Electronic Arts 
Score: Par,; .;;: 

Shot method: Three click, IWo click, Mouse swing 


PEA Tour Pro takes first place on the leaderboard thanks largely to its numerous modes of play 
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SCOTT (E) 3 


Settings Shot 


putter 20ft 


billy: Looks like you're still away! 


lectronic Arts' second ' ' 
offering in our round-up of 
the finest golf sims is the 
challenging Jack Nicklaus 5. With 
eleven different courses and thirteen 
modes of play (including the 
imaginatively titled Bing, Bango, 
Bongo!) the game has enormous 
depth and is certainly one of the 
most enduring golf games around. 

Unlike the arcade qualities of 
Actua and PGA, Jack Nicklaus is much 
more of a sim. The game allows 
■players a much greater control over 
each shot, with players able to add , 
fade, draw, back spin and top spin, ; 
but this comes at the expense of the. 
playability which can be slow and - 
; occasionally clumsy. For those after a - 
^ serious golf sim though, with a - 
bunker load of options and features,- ■ 
this comes highly recommended, m . - 






a little too easy, with a lot of work being 
done for the player, and is not for those . 
after the most realistic and demanding 
golf sim. But for anyone after a fun 
thrash about, this is top stuff. * 


Mouse Swing 

Over the last year the 
mouse swing has become 
increasingly popular and 
seems destined to take over 
from the traditional Three 
Click method of shot taking. 
The mouse swing works in 
different ways for different 
games, but the general idea 
of it is that it allows gamers 
to play a more active role in 
the game by actually letting 
them execute each stroke. 
Players pull back on the 
mouse, to simulate the 
backswing, and then thrust 
forward to strike the ball. 


To cup: 9 It 5 in below Lie; Green 


IWo Click 


Ihree Click 


Having been around since 
Leaderboard on the C64, 
Three Click is the traditional 
method of playing each 
stroke. Three Click works 
using a power bar. Players 
click once to start the power 
bar rising and then, when it 
reaches the amount of 
power they want, they click 
again. That's the easy bit! 
Now the bar starts to fall 
towards a 'snap' marker. 
Clicking again dead on this 
marker ensures the ball flies 
straight and true, but miss- 
timing it can lead to 
drawing, or fading the shot. 


This is probably the easiest 
way to play a shot, with 
players simply having to 
click once to get the power 
bar rising and then click 
again to stop at the right 
amount of power. 


Publisher: Electronic Arts 
Score: Eagle 

Shot method: Three click 


E 


lectronic Arts have dominated 
the golfing scene since the 
very first PGA title appeared on the 
Mega Drive. They continue to head the 
leaderboard with PGA Tour Pro - a well .. 
presented and easy-to-play game, 
proving the best of a rich crop of golf, 
sims available for the PC. 

With three accurately recreated 
courses, PGA Tour Pro may not boast the 
largest number of holes, but they sure 
are amongst the most attractive. The 
game also features multiplayer options 
that put the other games to shame, 
including online play for massive 
Internet tournaments. 

As with Actua Golf 2, PGA Tour Pro 
mames intuitive gameplay with a superb . 
control interface, making it one of the 
easiest golf games to play. It is, perhaps, 














Publisher: Sierra 
Score: Par 

Shot method: Three click, Mouse swing 


Publisher: Empire Interactive 
Score: Par 

Shot method: Mouse swing | .v; 


A good game, but a little limited 
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fean Training 
Individual Training 
Coaches 


Fornation Editor 
Advanced Tactics 


TRBNS 


SaUftD CHAIR 


Team Talk 
Team Selection 
View Opposition 


As With previous versions of Ultimate Soccer Manager, this 



new one allows players to take as much, 


or as little control over 


their club as they like when they jump into the management hot-seat 
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1) Macclesfield are the only 
current league club to have 
never progressed past the 
first round of the FA Cup. 

2) In 1991 FIFA ruled 
that all international 
referees must be able to 
speak English. 

3) Scarborough became the 
first team to win automatic 
promotion to the Football 
League after they won the 
GM Vauxhall Conference 
title in 1986. 

4) San Marino scored the 
fastest ever international 
goal in 1994 when they put 
the ball in to the back of 
the net after just ten 
seconds. The team they 
were playing? Graham 
Taylor's England, of course! 

5) The inaugural FA Cup 
final was won by the 
Wanderers FC back in 1872. 


The picture does not necessarily represent the actual pnze, but is merely 
representative of the kind of prize on offer. The actual prize may differ from 
the one shown here. The actual specifications of the PC are P200MMX, 32MB 
RAM, 12X CD ROM Drive, 2GB Hard Drive, 15" Monitor, Speakers, Keyboard, 

' Mouse and Windows '95. 


UuiMATE PC and Ultimate Soccer Manager 
developers Impressions have teamed up to 
produce a formidable team that looks to 
have the beating of the opposition. We have 
a P200MMX machine, with all the usual traps 
and trimmings up for grabs and all you have 
to do to stand a chance of winning is answer 
the questions below. Put your answers on the 
back of a postcard and send them to: 


The Ultimate Machine, Ultimatc PC, 

Rapide Publishing, 1 Roman Court, 

48 New North Road, 

Exeter, EX4 4EP. 

Q) Which teams topped the Premiership, 
first, second and third divisions at the end 
of the 1996/1997 season and who were 
their managers? 


Q) Name Arsenal's French manager? 

Q) How many different nation's leagues will 
be featured in Ultimate Soccer Manager '98? 

As well as getting the above questions right 
we want you to tell us which player, from 
past or present you would most like to have 
in your team if you were a football manager 
and why. 
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Winning Cnmbination! 


Employees of Rapide Publishing are not allowed to enter 

Entries must be postmarked no later than 30th April 

Multiple entries are forbidden - so don't waste your money on the postage! 

The editor's decision is final 
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T he following solution for Quake II something you need, don't wait for us, 
is based on a few fundamental just go and get it. 

assumptions, the first of which is that you What you have here is the quickest 

have read the instructions to the game and easiest way of completing the 

and know how to select and use inventory game, but if you follow it, you will be 

items and fire weapons, and how to do missing large areas out altogether. We 

basic things like side-step or strafe. The recommend that you take some time 

enemies mentioned in the text are based out and explore a little, to get the 

on playing the game in 'Hard' mode, and most out of one of the finest computer 

we know that you wouldn't wuss out on us games ever. There are entire secret 

and play it any other way. There are no, levels to be found in some places. If 

repeat no, cheats in this solution. We may you're really good, we may tell you 
have missed a few pickups, so if you see where they are next issue! 




Iiitl 

Level 1: 
Outer Base 


From where you first appear 
in the game, go down the 
flight of steps in front of you, 
pausing only to pick up the health 
bonuses, then go through the hole 
in the wall on your right. Crouch 
down and go through the second 
hole and pick up the body armour. 

Turn left, and go down the alley in front 
of you. Watch out for a Guard hiding 
round a corner on your left. At the end, 
run up the fallen pillar sticking through 
the wall. Go to your right and pick up 
the health bonuses, and kill the Guard 
who comes at you. Jump down into the 
lower area, and kill the two men hiding 
down here. Get the shotgun and the 
ammo, then look behind the boxes in 
the corner for a crack in the floor 
surrounded by barrels. From a safe 
distance, shoot the barrels with the 
shotgun, to open a hole in the floor. 

Jump down into the hole, crouch 
down, and follow the row of red 
lights to the end. Jump into the 
water and swim left, go through into 
the larger area, turn to your right 
and go into the narrow opening in 
front of you. A dog-leg to the left 
will bring you to daylight. Go up the 
ramps on your left, killing the two 


Guards who try to stop you. Pick up 
the ammo and health packs, then go 
up the steps into the building, killing 
another couple of Guards on the way. 
Note the corridor on the right. Go 
left for health and armour, then come 
back and go down the corridor. Stop 
at the window, jump onto the sill, 
then down onto the ledge on the 
left. Go along the ledge for the 
armour bonus, then jump down into 
the water, back up the ramp, and run 
around to the corridor again. Go to 
the end, and through the door on the 
left. Kill the Guards and Enforcers in 
this room. Shoot a few barrels to 
blow up anyone standing near them. 
Search the room for pick-ups, then go 
up the stairs, follow the path around 
the central lift-shaft picking up any 
ammo you see on the way, then go 
into the lift and press the button to 
descend to the next level. 


Our stunning maps of every level have been designed to aid your progress through 
the Quake II environment. The colour code below explains how they work: 





Any platforms that look like this are the 
highest sections of a level 


This shaded section indicates platforms from which you 
can move up or down 

rjllij-ui: Mf..- 

Down in the depths of Quake Ifs levels you'll come 
across these sections 


OiH" 


These symbols indicate interactive parts of the level 
that help you progress further 


Level 2 

You step out of the lift and straight into a fire fight with four 
Guards. Kill them all, then go up the ramp opposite the lift. Collect 
the pick-ups on the ledge, then go through the doorway and go left 
down the corridor. There is an Enforcer hiding behind the boxes at 
the end. Go left at the end, but be careful as enemies come through 
between the pillars on the right. Press the button on the wall to the 
left to get the SMG and ammo, then turn round and go between the 
pillars. Kill anyone in this area, but watch out for snipers on the 
ledges above you. Go round to the left to find some health hiding in 
the corner, then get in the lift and go up to the balcony level. Go 
round the balcony killing enemies and collecting ammo, then come 
back and go through the arch near the lift and go down the tunnel. 
Watch out for some Guards hiding behind a secret door that will open 
when you have gone past it. 

When you come to the broken bridge, jump off into the water and 
go down the sewer pipe on the right. When you reach the room at the 
end of the pipe, hit the button an the wall to open the hatch, then 
jump down the pipe to go to the next level. 
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solution 




Lmll: 

Com centre 

Go forwards down the tunnel, and into the room. 
Get the health, then up the steps and into the 
next tunnel. Go round to the left and into the 
room, kill two Guards and an Enforcer, then collect 
the armour shards, the ammo and the respirator. 

Go into the room on the left to get a shotgun and 
some ammo. Come back into the room, and open 
the door, but stop in the doorway. Get a grenade 
out, and chuck it down that dark hole in front of 
you, then kill the Parasite which runs out. There 
are several pickups in the area, including some 
ammo hidden under the stairs, but there is also 
another Parasite in a hole on the other side of the 
room, and an Enforcer hiding behind some boxes. 


Go up the stairs, collect the health bonus, 
SMG, and Quad Damage, then go up the ramp. 

Go left then right, killing two Enforcers and a 
Guard on the way, then go into the room with 
the huge vat in the middle. Ignore the vat for 
now, instead go down the corridor on the left, 
watching your back for the snipers on the ledge 
above you. Go down the corridor and into the 
open area beyond. Kill the four Guards, get the 
armour and ammo, then go up the steps. As you 
go into the room, you will see an Enforcer 
running towards a button on the wall. Kill the 
Enforcer across the room before he gets to the 
alarm button on the right wall, and all the 
Guards on the upper walkway. Get on the lift and 
ride up, turning round as you go up. Kill the 
Guard opposite at the top. Go down the tunnel 
and turn right. Go through the arch and kill the 
Guards on the left, pick up the ammo and then 
go right and round to the left, kill the Enforcer 
and get the health packs. Go carefully round the 
next corner on the left as there a lot of enemies 
waiting. Throw grenades into the big room as 
soon as the window is smashed. When the fight 
is over, jump down into the room and go to the 
console on the right. Press the front of the 
console to get the blue key card, which will rise 
out of the floor on the right of the console. 
Watch out behind you, more enemies will appear 
at the window. Kill these, then turn round and 
go out through the door. Follow the corridor 
round and back past the window. At the room 
with the big vat, jump down from the walkway 
to get the environment suit on top of the boxes, 
then jump down into the vat. Collect the big 
health bonus, activate the suit, then hit the 
button, which floods the vat. Swim up to the 
surface and climb out. Go back out to the open 
area, kill three Flyers, then go up the ramp. Turn 
right, kill four Guards, then go on into the room 
on the left. Get the various pickups, then get 
onto the lift platform. Go through the door at 
the top, and exit to the Installation. 



1ml 4: iHstallatioi 

Hit the lever to lower the bridge, then go 
left to the door. Kill a Guard and pick up 
the health bonus. Go through the door and 
round to the right. Go out to the open area 
with the broken bridge, kill the four Flyers 
that turn up, then go through the entrance 




on your right. Follow the corridor round 
and go across the bridge. Go through the 
door, kill the two Guards, then go right. Go 
down to the end of the corridor, and go 
into the room, killing the three Gunners on 
the way. Jump down into the lower area on 
the left of the door, and search around the 
cellar to find the useful Super Shotgun. 
Come up the stairs at the back of the 
cellar, grab the Quad Damage, then hit the 
button to open the lift door, and go in to 
exit the level and finish the unit. 
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solution 


Unit 2: Binker 

Level 5: Ammo Depot 

This is a very big and complex Level, so 
pay attention... 

Enter the first room, kill the Guard, 
then jump down to the lower level on 
the left of the door. Kill the Guard, get 
the Super Shotgun if you missed the 
one in the last Level, and a grenade. 

Use the button by the small Lift to get 
back up. Go through the door. In the 
next room, go down the steps 
backwards, as a hidden door in the wall 
opens releasing two Enforcers and loads 
of pickups. When you have fought 
these, destroy the black boxes in the 
lower part of the room for more 
pickups, then hit the button on 
the right wall to open the exit, but 
turn round quick as several Guards 
run in. Go through the door and 
kill the Technician, and pick up 
lots of health. Press the button to 
open the next door, and kill the 
Guards who run at you. Go through 
into the large room with the 
catwalks. Kill the two Guards on 
the upper catwalk to the left, then 
jump down to the 



lower level and kill three more Guards. 
You are then free to jump around the 
various boxes getting all the pickups in 
the room. Make sure you press the 
button below the door on the wall. 

Use the button by the lift to get back 
up to the entry level, then get on the lift 
opposite where you came in, and ride up 
to the next level. Go onto the catwalk 
and hit the button to extend the bridge 
below you. Jump down, and go across 
the bridge to the door. Go through and 
kill the two Beserkers beyond it. Go 
down the corridor with the row of health 
bonuses, and turn left at the end. Go 
down the ramp, and cautiously go to the 
doorway on the left at the bottom. Kill 
six Guards and a Technician in the room 
beyond, including on the catwalk 
overhead. If you shoot the barrels 
between them, they will explode and kill 
them both. When you have done this, go 
into the room, turn round, and kill the 
Enforcer in the control booth. Shoot the 
yellow panel on the wall behind him to 
lower the force field, then go round and 
up the steps into the control booth. The 
button on the wall opens a secret stash 
under the ramp. Hit the button on the 
console and watch as the cargo container 
smashes through the door opposite. Go 
through this door, and kill the Guard in 
the room beyond. 



I 

I 


I 


I 


LOWER LEVEL 
MAP 




Go through the next 
door, and down the 
corridor beyond, open 
the door at the end on 
the right, then turn 
around and kill the two 
^ Enforcers who come 
out of the door behind you. Ignore the 
ladder, you can't get up it yet. Go 
through the door, kill the two Guards 
in the corridor, and go into another 
large room with catwalks. Watch out 
for Beserkers and the snipers above 
you. Kill them, then jump down and 
kill the Guards and Beserkers on the 
lower level, then go through the door 
in the far corner. Turn right and go to 
the door at the end, kill the Beserker 
hiding on the right. Use the button to 
open the door, but watch your back. 
There is a hole in the roof and snipers 
above. Ride the lift to the upper floor, 
and kill the two Guards at the top. 
Press the button on the panel in the 
middle to the room to drop boxes on 
the Beserkers below, squashing them 
flat. Go to the door at the far end of 
the room, and go down in the lift. Kill 
the Guard at the bottom and go 
through the door on the right. Kill the 
Guard on the overhead catwalk, and 
one hiding each side of the door. 
Ignore the button on the right, just go 
across the bridge and down the 
corridor on the right. Kill the Beserker 
and the four Guards hiding in the side 
corridor, then go in where they were 
and get the health and ammo. 

Now for a tricky bit: Go to the end of 
the pier, and kill the Guards at either end 
of the water-filled room. Also shoot all 
the Barracuda Sharks in the water. Jump 


in the water and climb out onto 
the small red box. Jump up onto 
a series of boxes until you can 
jump onto the ledge on the far 
side of the room, then go right. 
Jump from the ledge to the 
platform where the Guard was 
standing, and press the button 
on the wall to open the door at 
the far end of the room. Jump 
back onto the ledge, and go the 
length of the room. Jump onto the other 
platform and go out the door. 

Go right down the corridor, kill the 
Guards on the ledge above, and press the 
button to call the lift. Go up, kill the two 
Beserkers on the left, then go through the 
door on the right. Kill two Guards hiding 
on the right, then go through the door at 
the far end of the catwalk. Follow the path 
around, go through the door, kill the 
Beserker, and go in the room on the left. 
Press the button to open the ladder hatch, 
then carry on round the corridor to the 
right. Go through the door at the end, kill 
the two Guards and the Beserker on the 
walkway, and go forwards to the T- 
junction. Turn left for the Supply Station. 
Go through the door, and destroy the black 
crate on the right to reveal the entrance 
to a major stash of pickups, but watch 
out for the Beserker guarding it. The 
button on the far wall opens the 
Laser fence. Fill up with ammo and 
health, then head for the door to 
the Supply Station. 
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Level 6: Supply Station 

Enter the level, kill the two Guards on 
your left, and the two Guards and the 
gunner who appear opposite. Cross the 
bridge and go round to your left. Go to 
the end and through the door on the 
right. Kill the two Guards on the raised 
area opposite, then press the button on 
the console to your right to drop a crate 
on the gunner standing below. Jump 
down to the floor, then turn round and 
kill the enemies who run out from under 
the raised area you were standing on. 

Cross the floor to the raised area the two 
Guards were standing on, and jump up the 
pile of boxes to get to the top. Press the 
button to unlock the exit, then jump 
down again, and go through the door on 
your left. Kill two Guards and a gunner, 
plus another Guard hiding in the shadows 
on top of a pile of boxes in the corner. Go 
into the room, watching for enemies 
lurking in the shadows above and hiding 
behind crates. Go behind some boxes at 
the end to find the rather awesome Chain 
Gun, but turn round at once to kill the 
gunner who smashes out of the crates 
behind you. Go round to the left for more 
ammo and a button to activate the lift. 

Go up, turn to your left, and get the first 
Power Cube from the alcove in the wall. 
Turn round to see the laser fence across 
the corridor go down. Go through and 
turn right along the balcony, and go 
through the entrance at the end on the 
left. Go through the door, kill the gunner, 
and climb the boxes to get the armour. Go 
into the lift and press the button to 
descend. Turn to your left as the lift goes 
down and kill the Beserker at the bottom. 
Press the button on the wall to start the 
anti-grav palette moving and follow it 
through the door. Once through the door, 
jump down onto the conveyor belt on the 
right, and go cautiously through the door 
at the end, into the railway station. Sneak 
in, kill the two gunners on this side of the 
track, then use grenades on the gunner in 
the control room on the other side. When 
he's dead, jump from the platform onto 
the flatbed truck with the crate on it. 




then onto the other platform. Press the 
button in the control room to make the 
train crash through the doors, then go to 
the end of the platform and press the 
other button. This deactivates the track 
and reveals the second Power Cube. Grab 
this, then jump down onto the track. Go 
right, crouch down, and press the button 
under the track. Go under the track and 
up the ladder which appears, and get the 
third Power Cube at the top, as well as 
lots of armour shards. 

Turn round to face the ladder, then go 
to the right wall. A panel will slide open. 
Jump up into the tunnel, and go along it 
to a grille in the wall. Crouch down and 
edge forwards until you can shoot the 
Guard on the opposite ledge, and possibly 
the gunner to your right as well. Jump 
down to the ground, go left and climb up 
the ladder on your right. At the top, turn 
right and go into the big storage area. Go 
round to your left, killing anyone who 
appears, then turn to your right to find a 
button on the wall, press this to open a 
stairway in the floor. Go down here and 
into the room beyond. 

Kill the two Guards on the raised area, 
then turn left and get on the lift, which 
goes down. As it descends, turn round 
and shoot the Beserker that runs towards 
you, then kill the gunner at the top of 
the ladder across the room. Go up the 
ladder, collect the health bonuses, and 
press the button to start the cargo lifts. 
Jump down from the raised area and ride 
up on one of the cargo lifts to the raised 
area in the room above. Go through the 


door at the end of the-raised area, kill 
the gunner and collect the fourth and 
final Power Cube. As soon as you grab it, 
the door on your right opens, and two 
Guards on a raised area in the next room 
start shooting at you. Kill them, then go 
into the room and up the ladder to where 
they were standing. Press the button on 
the left of the platform to open the door 
to the lift, then jump down. Kill the 
remaining Gunner and Beserker in this 
room, then go out the door and onto the 
lift. Kill the Guard waiting for you at the 
top, turn and go up the stairs where 
another Guard is waiting to be killed. Go 
past the barred window, left at the end, 
and down the stairs. At the bottom, kill 
the Beserker, grab the shotgun ammo, 
and go round to the door. Hit the button 
to open it, and go through into the 
supply depot. Go straight across and hit 
the button on the wall opposite, which 
opens the door to the right, behind which 
is a lift. Get in and go up, out the door, 
and back out the way you came in. Go 
back to the big room with the T-junction 
catwalks, and go across to the Warehouse. 
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.1 



EXIT 


lewel I: Ammo Depot 

Go into the Warehouse. On the Left is the 
first access box. Go to it and insert the 
first power cube, which activates certain 
systems. Come out and turn Left, go to 
the end of the corridor and press the 
button on the waLL to caLL the Lift. Ride 
up, but be ready to kiLL a Guard at the 
top, and possibLy a Beserker as weLL. 

Dodge him if necessary, or he wiLL throw 
you over the edge. Go through the 
entrance in front of you on the right, and 
down the ramp into the Warehouse proper. 

Go in, and turn down the corridor on 
the right. Go to the end and restore the 
second Power Cube, which turns on the Lift 
and the Lights. Four Guards may come 
running down the corridor at you, so kiLL 
them aLL. Go up the Lift, kiLL the Gunner at 
the top, and go down the corridor. When 
you reach the bridge, turn round and kiLL 
the Gunners and Beserkers who come out 
of a hidden door behind you. Carry on to 
the door across the bridge, go through, 
and drop grenades on those beLow. Go 
down the stairs and mop up any survivors, 
and watch out for the Parasite hiding 




under the stairs. A 
grenade shouLd sort 
him out. Go through 
the square entrance 
opposite the stairs, 
kiLL the gunner in the 
corridor, go to the end and 
down the Lift. As soon as the 
door opens you wiLL be attacked 
by a Parasite and a Beserker, so good 
Luck! When you have dispatched them, 
go to the Access PaneL on the Left of 
the room and restore the third Power Cube. 

Hop onto the Lift up the steps across 
the room, and ride back up to the big 
room. Step onto the now moving beLt, 
and ride it across to the opposite 
entrance. There are two gunners hiding 
just inside the room, so be ready to 
fight. Go round to the right, and press 
both buttons either side of the door. Go 
through the door and aLong the Ledge to 
the Lift, get on and go up to the door 
above. There are two Parasites waiting in 
this room, so again, be carefuL. 

Go through the door on the other 
side of the room, and kiLL the Guard on 
the opposite Ledge. Drop grenades into 
the room beLow, then jump down and 
kiLL any survivors. Go round behind the 
boxes on the Left of the room to come 
up behind a Parasite waiting for you to 
go to the Access PaneL. KiLL it, then 
restore the fourth and finaL Power Cube. 

Use the fork-Lift thing on the waLL to 
ride up, and jump off onto the Ledge where 
the Guard was standing, then get onto the 
moving beLt. As you ride up, turn to your 
Left and shoot the gunner on the other side 
of the room. Get off the beLt, and go to 
where the gunner was standing. Press the 
button on the waLL, and watch a crane Lift 
a box up and pLace it near the door on the 
Ledge. When it stops, shoot the box, which 
expLodes destroying the door. Go through, 
kiLL the gunner in the room beyond, and go 
on to the next door. Go through, and hit 
the button to open the stairs. 

Go down, kiLL the gunners and the 
parasite at the bottom, and go through 
the door. Go round the boxes on the Left, 
and come face to face with a Tank! He is 
quite sLow, so keep moving and firing, and 
you shouLd be OK. When he is dead, press 
the consoLe behind him, then go back 


towards the door. Press 
the button on the waLL 
to open another door. KiLL everyone you 
can see in the room, then chuck a few 
grenades into the Lower area in the middLe 
to fLush out two parasites, then kiLL them. 
A bit harsh, but it's them or you. Go into 
the windowed area on the Left and press 
the button to start the cargo carriers. 

Come out, jump onto one of the moving 
carriers, and ride it round untiL you can 
jump off on the other side of the room. Go 
through the door. KiLL the gunner in this 
room, then press the button to open the 
door. Go in, press the button marked 'Exit', 
then get on the moving beLt between the 
boxes, and ride out of the unit. 






'1 
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Units 

Level 8: Main Gate 

Don't shoot the barrel!! Kill the two 
enforcers, then jump up on the barrel 
and collect the armour on top of the 
box. If you have destroyed the barrel, 
tough luck - that was the only way up! 

Go through the archway on the right 
of the room, go through the door and kill 
the two Gunners on the right and the two 
flyers above. Then jump of the ledge into 
the water and swim down the tunnel 
opposite the entrance. You emerge into a 
lake with a big pipe off to the left. Kill 
the flyers that come and hassle you, then 
swim down the pipe. Follow this around 
until you emerge into a big round vat 
with a rotating fan blocking the exit. 
Surface, and swim to the ledge with the 
bars. Grab the silencer, select your most 
powerful gun, activate the silencer, and 
shoot the Gunner through the bars before 



he can get to the alarm button across the 
room. When he is dead, shoot the thick 
red cable on the far wall. It will explode, 
shutting down the underwater fan. Jump 
back into the vat, swim past the fan, and 
surface inside the room. Climb out of the 
water, and go down the right hand 
corridor, then left at the end and left 
again. Enter the room, go to the ladder at 
the far end, and shoot out the trapdoor in 
the ceiling. Climb up the ladder and kill 
the Gunner before he turns round. Get 
onto the lift, and ride up to the top of 
the building. Hit the button in the floor 
to open the main gate, then look over the 
edge. Shoot the guy on the artillery piece 
below, then jump down alongside the wall 
to minimise damage. Go through the big 
gate and get on the lift. Press the button 
to go down to the next level. 




lewel 8: 

Detention Centre 

From the lift, turn either left or right, it 
makes no difference. Kill the Gunners, go 
down the steps, kill two Enforcers and 
head outside. There is a Tank just across 
the courtyard in the right corner, so be 
careful. Kill him, then go down the 
stairs on the left. Go through the arch 
and round to the left. There is a 
Gladiator in the room who must be killed 
before he can hit the alarm button on 
the wall. If he gets to it in time, three 
flyers will turn up. Kill them all, and 
grab the Blue Keycard. Your computer 
will tell you to get the Red Card next, 
but don't worry about that for now. 

There is a better way... 

Go back up the stairs to the 
courtyard and through the massive doors 
on the left. Go round the wall and kill 
the two Beserkers in the next courtyard, 
and the gunner on the balcony above 
and opposite. Go across the yard and up 



the lift. When you get to the top, kill 
the gladiator opposite, then drop down 
onto the balcony to get the Chain Gun 
and ammo. Jump down into the yard and 
go through the door on the left, the one 
with the red mark in the top right 
corner. Kill the Parasite hiding round the 
corner on the right, then go left. Kill the 
second Parasite hiding in the alcove on 
the left, then go right into the room. Kill 
the three Enforcers and go through the 
door on the left, kill the Parasite and 
Enforcer, go forward and right, and be 
ready to fight five Enforcers and two 
parasites. If you survive that, go up the 
lift. Two flyers burst out of a hidden area 
behind you, so watch out. Go down the 
tunnel to the console at the end and 
press the front of it to deactivate the 
yellow lasers, then jump down from the 
balcony and go through the left door. 

Kill the Beserker then go left and 
round to the cell block. Kill the two 
Gladiators, then run through to the 
opposite arch before the guys on the 
balcony to the right can shoot at you. 
Don't concern yourself with the 
prisoners-they are as good as dead 
already. Go round to the left, and you 
should catch a Tank with his back to 
you. Shoot him, and the two Medics 
who turn up to help him, then go 
through the Exit door on your left. 


ULTIMATE PC I ISSUE EIGHT I APRIL 1998 





















SOL utio 



START 


EXIT 

TO GUARD HOUSE 


lewel 10: 

Security Complex 

Shoot the Beserker in the back, probably 
killing the prisoner in the process - oops! 
Go straight across and through the big 
arch. Kill the Medic and go down the 
stairs to the archway on the left. This 
room is like a shooting gallery, so shoot 
everything that moves. When the smoke 


EXIT 

TO TORTURE CHAMRER 


clears, go up the stairs to the left, and 
through the archway. Go round to the 
right, kill the Gladiator and the Gunner, 
and collect the Red Key card. If you did 
all of Level 9: Detention Centre, then 
there is no need to go back now. Instead 
go back to the main courtyard where you 
shot the Beserker and go through the 
door up the ramp to the right. Kill two 
gunners, go in and right, then round to 
the left. Kill the Gunner and Enforcer and 
go through the arch on the right. Go 
down to the smaller courtyard, kill three 
Enforcers, then run across and through 
the exit before the Tank on the balcony 
wakes up. Exit to the Guard house. 







START & EXIT 


Level 11: Guard House 

Waste the two Guards on the floor and the 
Gunner on the balcony, go across the room 
and up the lift. Go through the arch on the 
left, and go round into the big room. Kill 
two Guards and two Enforcers on the way. 
Go down the steps and round to the right, 
down more steps, and kill three Guards. Go 
out through the door. Go up the ramp on 
the right, in front of the door, through the 
arch ahead of you. Inside, kill the Guards 
and a couple of Mutants, go left and down 
the steps. Go forwards and right and down 
more steps, into a room with two Guards. 
Kill them, then go left between the two 
pillars, and down the steps to the walkway. 
Follow this round, killing some Guards on 
the way, until you come to a big open 
area. Use the pillars as cover while you 
take out the Tank across the square, using 
rockets if you have them, then kill the 
gunners guarding the door. When they are 
all dead, go over to where the Tank was 
standing and press the button on the wall, 
which lowers the force field over the door. 
Go through the door, and go round to the 
left, and take out the eight Guards in the 
building. Go up the steps to the left and 
get the Pyramid key, then retrace your 
steps back to the Security Complex. When 
you get back to the main courtyard, go 
straight across and down into the cave-like 
entrance. Go down and left, then kill the 
Tank guarding the bridge controls. Press 
the console to lower the bridge and go 
across. Kill two Icaruses and go through 
the door. Turn right and go down the steps. 
At the bottom, kill the three gunners on 
the balcony, and the Tank guarding the 
door. Through the door to the Chambers. 
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SflLution 


A 






TORTURE CHAMBERS 
UPPER LEVEL 


lml12: 

Torture Chambers 

On entry, go right then Left into the big 
hanger-like tunnel, then kill the Tank 
guarding the lift. Go out the end of the 
tunnel and outside. Go round to the 
right and collect the Hyper Blaster, the 
best gun in the game. Come back inside, 
and hit the button on the floor, then 
jump on the lift as it immediately starts 
to descend. When you reach the bottom, 
step of the lift and turn to face the 
button on the wall, then turn to your 
right. Go down the tunnel, round to the 
right, and cross the walkway to the door 
above the big sign for Cell Block A on 
the wall. Go through and round to the 
left, and through the door. Waste the 
Guards torturing the prisoner, then go 
out the door on the right. Cross the 
bridge and go left down the tunnel into 
the room. Kill the Gunner, then jump 
down and press the button on the wall 
to open the compartment, and grab the 
CD (Perry Como, of course). 

Turn round and go out the arch on 
the right. Go along the gantry through 
Cell Block A, turn right and go through 
the door. Go past the signs on the wall 
and up to the door on the right. Press 
the button to open the door. Go through 
and round to the left into Cell Block B. 
Jump down to the lower level, and go to 
the cells below the big sign on the wall. 
Press the switch on the wall to open the 
cell, and shoot out the grating in the 




CELL BLBCKA 


CELL BLUCKB 


floor. Drop down the hole, kill the 
Parasite at the bottom, and grab the 
respirator from one of the side alcoves. 
Jump up to the circular aperture in the 
end wall, go through, activate the 
respirator and jump into the water. 
Swim along the pipes until you emerge 
into a room where two Guards are 
doing something bizarre to a prisoner. 
Kill them and grab the Pass Key in the 
corner. Go out of the door, use the 
console to open the door on the right. 
Go through, go past the first door on 
the left, and follow the walkway round 
to the door on the far side. Go through 
this, and you will see the Exit clearly 
marked on the far side of the room. It 
is guarded by a Tank, but by now you 
should find him no problem 



START 
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UPPER LEVEL 


level 11: 

Security Pyramid 

Nice and easy. From the door, go 
right and kill two Enforcers. Go 
through the door, and kill the 
Gunners and the Medic, then go right 
down the avenue of arches, and left 
at the end. Emerge into the top 
walkway of the big Security Complex 
room. Jump down to a lower walkway, 
and go down to the central stairs. At 
the lowest level, there are two arches 
in the back wall. Go through either of 
these, and go around to the door. Go 
through and walk up to the panel in 
front of you, to use the key to open 
the Pyramid. When it opens, kill the 
Icarus that flies out, then go down 
the lift. Go through the door in front 
of you. Hit the lift button and Exit to 
Grid Control. 


SECURITY 

PYRAMID 




level 14: Grid Ceetrel 

Quick, but very nasty. Go up the steps in 
front of you and through the entrance 
ahead. Go right or left, it doesn't matter, 
but ignore the button on the wall to the 
right. Dodge through the lasers down one 
of the side corridors to the lift at the end, 
then ride up. There are two Tanks in the 
large area above. Kill them both and the 
ground will start shaking violently, and 
sections of the wall will explode, releasing 
and enormous Tank-monster and four 
Beserkers. Fight them all and win, then go 
down the hole in the middle of this area. 
At the bottom, go down the left side of 


the tunnel and round the machines to the 
lift. Go up, and go round the central Grid 
Control to find a button. Press this to 
open the Grid Control, then blast the thing 
shooting out purple beams and destroy it. 
Go out of the door opposite to find the 
Exit, and end the Unit. 


TO MINE 
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solution 





Level 15: Mines Entrance 

From the start, follow the corridor 
round to the door, go out and kill the 
three Guards and two Beserkers, then 
go up the steps in front of you. You 
can try for the pickups on the islands 
in the lava, but leave the bandoleer, 
because you although can jump down 
to it, you can't get back without 
running through lava! 

Follow the path round to the right 
and go through the square archway and 
continue round to the bridge, killing 
anyone you meet. Kill the two Guards 
on the lower platform, then cross the 
bridge and go in the tunnel. Follow it 
round to an open area where there are 
several Guards, but be careful not to 
shoot the barrels here, because they are 
useful. Kill all the Guards, then push 
one of the barrels up against the side of 
the raised platform and jump up. 

If the barrels are destroyed, go back 
out to the bridge and jump down to the 
lower platform where the two Guards 
were, and go in that way. Go right and 


up the ladder to a hidden door with a 
big symbol on it. Go through this onto 
the raised area. 

Go through the doorway on the right 
of the hidden door and carry on round 
to the left of the big curved wall. Go 
round and down the stairs, taking out 
the three or four Icaruses that fly out of 
the chimney on the upper right. Go 
down to the mine entrance and follow 
the tunnel round to a door marked Exit. 



» I 
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level IB: Upper Mines 



Go down the tunnel on the left, killing 
the two Guards who get in your way. 

You come to a big cave with a rock 
crusher in it. Kill all the Guards, and go 
into the tunnel on the left. Go up the 
lift, and kill the four Guards at the top, 
then go round the pit and up the steps 
on the right. Next, kill the Gladiator and 
go up the steps on the left, then kill 
two Gunners and go left up some more 
steps. Go forwards through the arch, 
killing several Guards, Gunners, and 
mutants, then turn left and go down the 
ramp. At the bottom, go left then right 
to the outdoors. 

Go to the right and down the cave¬ 
like tunnel, follow it round to a room 
and another tunnel sloping upwards, 
leading to a room with a narrow passage 
sloping up from it, and several enemies 
to kill. Go up the narrow passage and 
turn right at the top, and kill three 
Guards. You will now come to a wide 
metal bridge with nasty-looking nozzles 
down the side. Step a short way onto it, 
then step back, to lure out the Gladiator 
at the far end. Shoot him, then run 
across the bridge, avoiding the blasts of 


flame which shoot from the nozzles. 

Step on the button to turn them off. Kill 
the assorted enemies in the room, then 
go up the ramp, go round to the left, 
then right, to another outdoor area. Kill 
the Guards on the raised areas, then go 
forwards between them and across the 
catwalk. Go through the entrance on the 
other side, kill the Gladiator, then go in 
and find the button which turns on the 
ventilation system. 

Come back out and across the 
catwalk and between the raised areas, 
and turn left. Go round to the left, and 
hit the floor switch to extend the 
bridge. Go across, turn right, and go 
down the ramp and back outside. This 
time go down the steps and around the 
edge of the ventilation shaft to the 
entrance. Go in, find the lift, and go 
down. Kill two Guards and a mutant, 
then go through the door to Exit. 




Level 17: Borehole 

Go forwards and right, kill the Gladiator and two Gunners, then go left 
and down the steps. Go to the end, go left and kill another gladiator, 
then go forwards into a big room on two levels. Throw grenades down 
to the left of the walkway, then go right and down the stairs, killing 
any survivors. Go round the wall and through the odd-shaped archway, 
go forwards to the bridge, and shoot the Guards down on the left. 

Cross the bridge and go down the tunnel. Go to the left and out onto 
a bridge. Chuck a few grenades down either side to kill the mutants 
below, and shoot the Beserkers who try to throw you off the bridge. 
Carry on following the bridge round, and go into the drilling cave. 
There are two buttons on the wall; press them both, then turn round 
quickly as more Gunners and Beserkers come out of hidden doors 
behind and on your left. Now head back, retracing your steps until 
you reach the door you first came in through, but instead of going 
through it, turn right and go into the large chamber with the walkway 
going round three sides. Go round to the button on the right wall and 
press it to lower the walkway down to the next level, and go round to 
the doorway which is now accessible. Go in to find the Exit to the 
first part of the Drilling Area. 
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SOL ution 



they can be fatal! Eventually you should 
come to a room with a lever, pull it, 
then retrace your steps back toward the 
Borehole. Hit the right-hand button to 
open a way through to the other side of 
the drilling area. Here you must kill the 
gunmen and take out the two red cables 
on the wall. This will open a tunnel, go 
through it, kill the mutants and pull the 
lever on the other side of the drill, this 
will laser a hole in the floor to allow you 
to drop into it. 


lewd II: Drilling Area 

In the drilling area, go out by 
the door on the right and down 
the stairs. Follow the corridor 
round for a while, killing 

anything that you meet on 
the way. Be extra 

_ f \__ cautious 

when trying 
to get 

through the rising 
and falling doors as 




STARTS 


STARTS 


level II: Inwer Mines 

After dropping through the hole, kill off 
the technicians and push the lever - this 
will start the buckets. Jump on a bucket 
and ride to the next room, jump off and 
go down the higher narrower of the two 
passageways. Follow this path around to 
the left, kill the two Technicians, then 
drop onto the platform at the end. Go 
up the tunnel until you reach a catwalk 
above a room, quickly run across and 
push the lever, this will drop a large rock 
on the tank below. Jump down into the 
room and hit the switch on the back of 
the laser gun to blast a hole through the 
wall. On the left through the hole is a 
weapon bonus, ignore it, it's a trap. Go 
left down the corridor, then turn right 
onto a bridge, watch out though, it will 
shake you off if you're not careful! Keep 
going to the lift and into the exit, 
through the last bit of the Drilling Area, 
then go left down the tunnel to the lift 
for the factory. 


EXITS 
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solution 


Level 20: Receiving Centre 

Kill both the Guards in the corridor and go 
left, then first right to a Large hatch, hit 
the button to open it and drop through. 
Get out of the water pretty quick as there 
are Piranha Sharks waiting to eat you. 

Enter the tunnel and kill the Flyer, follow 
this till the end where you must kill the 
Guard. Drop onto the platform in the lava 
filled room and hit the button to bring the 
bridge down, cross this and pull the lever 
to drain the lava. Once it's safe, jump 
down and hit the button to open the exit. 
Now go up the steps and round to the 
right where you will find a lift - ride it up 
and jump across to the open hatch door, 
then go into the tunnel, up the ladder and 
kill the two Brains there. Go down the only 


corridor, kill the Gladiator and press the 
button to start the lifts. Go back the way 
you came and jump onto the middle lift, 
pick up the armour and jump down the 
other side. Go through the door and over a 
lava-filled pool via a bridge and hit the 
button to open the door. Go left to the 
end of the corridor, through the door to 
the room with the broken bridge, (if it 
isn't down when you get in there, it will 
be shortly after I assure you!) Drop onto 
the platform and then through the hole. 
Follow this around until you come out on 
the other side of the broken bridge, turn 
right and follow the corridor down to the 
end, then take the door on the right to 
the next level. 


Level 21: Preeessieg Plaet 



At this point you should see a small 
cubicle on the right, exactly opposite 
to this is a hidden door, go through it 
and press the button. Go back into the 
big room, up the stairs, and take the 
newly opened corridor. Follow that 
down the stairs and through the door 
at the bottom, kill the parasite and the 
two flyers that come out of the floor 
and through the door at the end. Kill 
all the Guards, then jump across to the 
other side of the conveyer belt, work 
your way round the back of the pillars 
and jump back across again where you 
have to press the button to turn off the 
machinery. Turn left and jump on the 
Lift, go straight on and through the 
door, killing all enemies. Jump onto the 
small lift on the right, go left at the 
top and press the button to turn the 
thing off. Back down the lift, do a left 
U-turn and then do a left at the 
junction, keep going around to the 
bottom where you have to turn off the 


First kill the two Guards hiding round 
the corner, then head up the spiral 
stairs where you have to kill the 
Gunners and hit the button to turn off 
the Lasers. Flead down the newly opened 
corridor and into a room with a high 
walkway, (covered with enemies of 
course!), kill them and the tank that 
rises out of the middle of the floor. At 
the appropriate moment, jump onto the 
lift, then quickly turn around and jump 
off again onto the walkway - preferably 
before it hits the top and squashes you 
flat! By the door there are two buttons, 
press both of these to open it. Kill the 
Guard and then press the button to turn 
off the machine - watch out though, 
you'll have to pull backwards quickly as 
it's likely to shake you into the lava if 
you're not careful. Go into the corridor 
and through the door, side step to the 
left until you are in front of the lift, 
then go forward to the end. 



machine via the switch. Turn around, 
and head down the corridor and to the 
lift on the right. At the top turn right 
and through the door, kill everything 
then hit the switch. Go out the door, 
left, and jump across to the platform in 
the waste pool, then across again to 
the door. Follow it round and take out 
any resistance, then press the button, 
turn around, and walk down the 
corridor to a hemispherical lift. Go 
down that and through the door on the 
left, then through the door you came in 
by to take you back to the Receiving 
Area. You should now be able to get 
across the room with the lasers and the 
blocks by a little careful jumping, (a 
save is advisable at this point!) when 
you are over follow the corridor round 
and you should come to the exit. 

D 



C 
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SOI ution 



Level 22: Power Plant 

The first thing you must do is to take 
out the huge Tank Boss under the 
bridge, but be careful, he's real mean! 
While you're there, pick up the red key 
that's down there too. (You can get back 
up by using the ladder behind the 
pillars.) Cross the bridge, turn right and 
follow the corridor until you are in room 
with a green face, go through the red 
door and carry on until you reach a room 
with a fire pit, jump down it, kill the 
beasties and take the lift back up. Then 
go through the only door available. 



Level 23: Tie Reeeter 

Turn right at the junction and follow it 
round killing the enemies on both 
sides, then head for the door into a 
room with some blue lasers at the 
entrance of a corridor. The lasers are 
dangerous but not fatal, so go down it 
and be ready for a large fight! Go up 
the lift and move along the walkway, 
kill the three flyers that come down 
from the ceiling, and follow the 
walkway to a lift. Go down and kill 




everything, then leave through the 
arch and through the door, then press 
the button to expose the reactor. Drop 
off the ledge and take the right-hand 
exit (yellow) then go straight across 
the next room, into the corridor and 
take the first door on the right. Follow 
that around, kill all the bad dudes then 
pick up the Data CD. Now return to the 
exposed reactor core and go straight 
across. Kill the monsters and use the 
exit at the end. 
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SOL ution 


Level 24: Cooling Facility 

Drop down the hole ahead of you and 
follow the pipe. Kill the mutants and hit 
the switch to the left, now drop down the 
chute and follow the water round until 
you end up in a large room. Take either 
lift up, go through the door and carry on 
till you get to a large machine room. Find 
the wheel and give it a spin. Jump on the 
boxes and then onto the piston, (when 
it's at its lowest!) this will give you 
access to the second switch up above. 
Watch out for the maidens, they will try 
their damnedest to knock you off. Use the 
smaller pistons to jump up onto the 
walkway above, follow this round until 
you get outside, then follow the water 
until you can get out to the left. Go down 
the steps then drop into the green bit at 
the bottom, keep going straight past the 
reactor, down the corridor and out into 
the daylight. Go down into the lower 
tunnel and drop into the hole. 




START 



Level 25: Toxic Waste Dump 

Once in the tunnels go straight and 
keep to the walkways. When you reach 
the room with a big pool, use the lift 
and follow the path to the door. Go 
up the stairs after taking out the 
bombs blocking the way. Continue 
round to the right, up the lift and 
through the door. Once you have 
crossed the walkway, follow the path 
and take the first left. Shoot all the 
folks, and then take out the barrels so 
you can get through the bars to the 
switch. This will open a huge trapdoor 
behind you, jump into this and follow 
it round to the exit. 


EXIT TO 
REACTOR 


EXIT TO 
POMPING 
STATION 
ONE 






START 
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solution 



■HHBM 

SM 


START lewl 21: Pumpiig Station 2 



Follow the corridor around and up the 
ramp - watch out here, there are nasties 
on a platform above the ramp that 
would just love to shoot you in the 
back! Keep going up until you reach two 
doors, (one needing a blue key) take the 
right one, down the corridor through 
another door. This should take you into 
pump room two, have a quick fight and 
then press the button to start up pump 



Level 2B: Pumping Station 1 

Go either way into the room, then go 
up the steps and up the lift. Walk up 
the ramp and through into the room 
beyond where you will have a fight 
on your hands. Press the button to 
start pump number one. Once it has 
started turn to the left and go 
through the exit. 




number two. If you haven't already, blow 
up the barrels in the room to uncover a 
hole, jump into this, first dropping a few 
grenades down mind you, as there is a 
welcoming committee below! Go up the 
ramp, then up the lift to the ledge in 
pump room two, pick up the blue key 
and drop back into the room. 

Make your way back to the blue key 
door, through the pool, up the stairs, 
(ignore the loading bit!) and down the 
other side. Follow the path until you 
get to a pool - to the left there is a 
switch to bring up a walkway over the 


water. Continue round till you get to a 
left-hand branch, go right to the end 
of this corridor and through the doors. 
Walk across the switch to extend the 
bridge and follow the corridor until 
you reach the flooded area. Wait for a 
break in the shaking then run down 
one of the ridges to the door, go 
straight through this room and into 
the reactor room, which will blow up 
when you walk in. You will now notice 
a gaping hole where the door up on 
the right once was, go through this 
and push the button. 
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SOI ution 


level 28: Big Gun 

First things first: DO NOT go into the 
small chamber on the left, the falling 
rubble will kill you! Go through the 
door, as soon as you approach either 
the door or the lift a rather large 
flying boss will appear, sort him out 
as quickly as possible. Go through the 
door (yellow symbol), turn left and go 
down the ramp, turn left again and go 
up the lift. You can run straight past 
the Guards if you want, (personally, I 
like to kill everything!), and head up 
the stairs. Press the button then run 
hell for leather back to the room 
where you fought the boss, take the 
newly opened door, follow the 
corridor and climb into the shuttle 
and away! 






level 29: Outer Hanger 

Take the only door in the room, walk 
on the switch to the right to extend 
the bridge, go across and through the 


door. Carry on until you get to a 
blue-lit room then take the left door 
into the Research Lab. 


START 


EXIT TO 
INNER 
HANEER 


APRIL 1998 I ISSUE EIGHT | OlTIMATt PC 
















































13B 


SDLution 




First press the control 
panel on the right then 
go through the door and follow the 
corridor. Go through left door into the 
torture area, kill everything then leave by 
the other door. Push both control panels 
and pick up the blue key. Go back the 
way you came and go through the as-yet 
unopened door. Follow the corridor into 
the glass bottomed room and go through 
the other door and into the lift, go down. 
Take the first left and into the room with 
the glass walls, hit the control panel and 
carry on along 
the red-lit 
corridor and 
through the door. 
Walk a little way 
down the glass 
floor, turn to the 
left and there is a 


switch, jump onto it and do the switch. 
Jump back, then do the same to the 
other switch a little further down. Go 
back the way you came in, follow the 
corridor and take the first door on the 
left, (the repair centre). 

Take the lift up and follow around, 
when you enter the room with a slab 
and a couple of weird looking arms, 
grab the commander's head. Back 
down the lift, do a left out of the 
door, up the lift, follow the corridor 
then turn left at the junction, 
ignoring the lift, keep going till you 
go through the door you came in. 
Press the button and go through the 
blue key door. Go past the crates and 
then on to the door. 
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at the end. From here, drop down onto 
the large cog and then onto the smaller 
one, pick up all the stuff that's around 
and then head down the passage. 
Eventually you will come to an opening 
into a large round chamber with a pool 
covering the bottom. Jump down onto 
the platform that's at water level and 
take out the boss that appears. 

Note: Once you land, move 
backwards straight away into the room 
behind, then you can use a bit of 
strafing and some cover to help you 
along. When the boss is taken care of, 
tread on the switch to extend a bridge 
above you then go into the room 
behind and hit the switch. This will 
raise a ladder next to the button, use 
this to go up a level. Cross the bridge 
and move left down the corridor, press 
the button to bring the lift down, 
jump in and ride to the top. Here you 
will find a large lever, pull this to 
shut the main doors above you then 
take the door on the right, move 
round the room, jump in the lift and 
press the button. 


level 31: Ineer Neeger 

Collect all the goodies then go down the 
stairs and through the doors. Now you 
must walk over the fan to get blown up to 
the next level. Then hit the control panel 
to stop the turbine so you can jump down 
to the bottom level. Proceed down the 
corridor and press the switch. Then jump 
down the hole into the water. Move up the 
passage and deal with the dudes, then go 
straight across and down the corridor. 

Jump onto the first moving block, 
then when the time is right jump onto 


the second one. This will take you out 
into a larger room and across to a 
switch, hit it and it will start the third 
block moving. Jump onto that and press 
the button at the other end. Use the 
new platform to get onto the central 
section, ride up and into the corridor, 
walk along the passage and drop down 
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1ml 12: lanch GniMii 

Enter the main building, follow the 
corridor and go through the door 
ahead into a large round chamber. 
Take the left door from here and 
through the next room, jump into the 
lift and go up to the upper level. As 
well as a couple of dudes there is a 
large wheel in front of you, give it a 
spin. Follow the ledge around and 
through the door and take out the 
tanks and the technicians. Turn left 
and take the first door on the left, 
this will take you into the pool 
room. Go up either of the lifts 
and give the wheel you find there 
a spin, then do the same to the 
other end. 

Leave the room the same way 
as you came in and take the first 
door on the left again, turn the 
wheel in here then leave the 
room. Turn left and follow it round 
to the next left door marked 


'Launch Systems' and follow this 
corridor until you find yourself in a 
computer room - blow up the two 
computer panels on either side, then 
head back the way you came. Turn 
right out of the door, then take the 
second left into the pool room. Go 
through the door marked 'Exit'. 
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solution 


Level 33: Dutlands 

Go down the stairs and into the 
daylight. First take out the bloke on 
the big gun - he's the most 
dangerous - then cross the bridge 
and follow the tunnel around until 
you find the air strike marker. Keep 
going along the tunnel until you 
come to a large red pipe. 

Make your way to the end that rises 
out of the ground and into a large 
block - on the right-hand side of this 
is a small panel, walk into it. You now 
have TEN SECONDS to get undercover 
before the air strike hits. The other 
end of the compound is an entrance 
with some goodies in it, grab them 
and come back to the blown up door 
by the pipe. Enter here and walk into 
the exit marker, then take the door 
behind it. 






EXIT 



START 
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solution 



great harm. Kill all of them and then 
go through the decorated door at the 
bottom of the slope, veer left and 
enter a large room with a pool of 
water at the bottom. Jump down into 
this and swim into and up the pipe 
to the right - at the end you will 
find a strange looking green plug 
hole behind a grating, shoot this and 
swim in. 

The current will carry you up, 
continue along the pipe, (not that you 
have a choice mind!), and into a large 
room. Quickly swim across and climb out 
onto the stairs, kill the fodder and carry 
on up. At the top you will find a small 
room with a glass fronted alcove 


lewel 34: Oiter Giirts 

Once out in the daylight, make your 
way up the small pathway to the left, 
this will take you to a ledge above 
the main door. Walk on the switch 
you find there to open the gate in 
the main entrance. Make your way 
back to the main door and stop just 
in front of it. DO NOT walk straight 
in! There is a nasty lava trap in the 
lobby. Carefully work your way along 
the edge and run off it, as there are 
a couple of Guards waiting to push 
you backwards to your doom. 

Carry on through and out into 
daylight where you will find a large 
assortment of beings that wish you 


■ 13S 
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solution 



containing the needed data spinner, 
shoot the glass and grab it. Then shoot 
the wall to the right of this to reveal a 
floor mounted switch, trigger this and 
turn around. Hit the switch in the alcove 
opposite to extend a bridge in the main 
room. Head out of the small room, and 
go right across the bridge until you end 
up on a very high ledge. From here you 
can do several jumps to collect the 
goodies on the way down (don't worry, if 
you miss some you can always come 
back for them). From here go along the 
pipe and up either of the lifts back to 
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solution 







1ml 35 an: lower 
Police 010 Upper Police 

To complete this level you need to go 
to and from the two areas quite a lot 
so I thought it would be easier to 
write them as one. It's probably easier 
to clear the area of any monsters 
first, you can't get lost, so go on a 
killing spree! Once everything's dead 
return to the blue pillar with the 
quad pick-up on top, (to get it shoot 
both the doom heads on the wall 
behind and in front), then drop down 
behind it and hit the button to open 
the grating. Crouch down to leave the 
room, and either crouch or just run 
through the lasers on the left. Go left 
and follow the corridor until you get 






to a force field, enter the security 
room on the left and push the control 
panel, this will switch off the red 
force fields. Leave here and turn left, 
follow the corridor around and 
straight past the blue pillar (at the 
entrance). You will come to a large 
set of double doors - go through 
these into a large room with several 
computer consoles in the area below, 
take the left path. Just after a flight 
of stairs there is a single step, stop 
just before this and look at the wall 
opposite, you should just be able to 
make out a small square, shoot it! 

This will deactivate the rather nasty 
rocket trap just around the corner. 
Keep going until you reach a lift, hit 
the button to bring it down then ride 
up it and through the doors to the 
Upper Palace. 

A few grenades should sort out the 
Guards, take the left exit, (button 
deactivates force field) and ride the 
lift up. Go through two red doors 
then turn right and follow the 
corridor to another door, this should 


open into the communications laser 
area. Pick up the CD from the other 
side of the laser itself then make your 
way back to the room with the 
computer consoles. Walk into the left 
one, then the right one, and lastly 
the middle one. This will re¬ 
programme the data spinner which 
will rise out of a section behind you, 
pick it up and make your way back to 
the communications laser, stand on 
the raised bit you found the CD on 
and a section of wall will slide down 
to reveal an entrance - run into this 
and push the control panel to shut 
down the laser. Leave this room and 
take the door with the bit of red 
carpet in front of it, this will lead 
you to a lava filled room with a path 
over it, (via a tank!), follow this to a 
control panel and another lava filled 
room. To open the exit pod push the 
control panel and a section will lower, 
run up this and hit the button. 
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SOI ution 



Level 37: Inner Chamber 

Move out of the room and down either 
stairs to a Large silver door, walk up to it 
then back away, Lasers wiLL blow it away 
for you! Make your way to the Lift (either 
way round), and ride it up. Here comes a 
tricky bit. (This is a VERY good point to 
make a save...) Either side of the central 
section are two extending bridges and 
two buttons, both must be pressed to 


drop the force field covering the Lift in 
the central section. Ride up this and be 
prepared for a sight and a half. At this 
point don't bother to shoot him, you 
can't! Kill his minions and walk towards 
him until he disappears, then, with 
careful timing walk on each of the floor 
buttons to switch off the lasers, then 
press both the buttons on the platform at 
the end. Now jump into the circular 
section to be teleported to the last level. 
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SDL ution 





surrounding corridor. To get to the arena 
go up one of the two lifts at the end of 
each corridor. The boss cannot enter the 
corridor, so if you need a rest, just jump 
into either of the Lifts. This boss is 
incredibly dangerous, with an arsenal at 
his disposal. The best way is to hide, take 
a shot, then hide again, take another shot 
and so on. It will take the equivalent of ' 
about a dozen BFG shots to kill his outer 
body. Then you will have to do it all over 
again with the smaller, second body. 

On the floor of the arena there are two 
buttons with a panel in the floor next to 


it, each button controls the panel on the 
other side. To get down one of these, 
stand on the button then run like mad to 
the other side and down the hole. There is 
a plethora of power-ups down here, 
including some very strange secrets (as 
you can see by the screenshots). If you 
want to find them you're going to have to 
look for them yourself I'm afraid - I mean, 
I can't tell you guys everything can I? As 
far as I can tell, there is no time limit to 
find the escape pod, (in the corridor) 
which means you can spend a while 
Looking for good stuff even though you 
won't get to actually use it! Well, that 
about wraps it up for Quake 11, I hope you 
find this useful. Graham & Cliff 
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Dungeon, Issue five of UmMAiE PC is 
also packed with previews, including 
Die By the Sword, Ultimate Soccer 
Manager '98 and Battlezone, There's 
also the usual CD crammed with 
demos. With a full solution to the 
first part of Tomb Raider II propping 
up the rear of the mag, there's 
undoubtedly something for everyone 
in this massive 164 page issue. ■ 


Issue One: £3.50. Issue Two: £4.50. Issue Three: £4.50 

Issue Four: £3.50. Issue Five: £4.95. Total Price: £....., 

Please send me.issue[s] of Ultimate PC 

Name. 

Address. 


Prices/Copies Ordered: 


‘•saaa-' review of GT 

A ^ ^ Interactive's 
.r.. , ^ w definitive 

U iSS? pUtformer, 

DMIHIRAPSIIN6E0N iff .. , 

m Abes Oddysee 
and a full 

review of Tomb Raider U were the 
highlights of this stunning Christmas 
issue. Other Christmas crackers 
included Screamer Rally, Uprising, Actua 
Soccer 2, Grand Theft Auto and THQ's 
Pax Imperia - all of which were fully 
reviewed. With a Tomb Raider II demo 
and an enthralling Men in Black demo, 
the Ultimate CD continued to maintain 
the high standard set by that of issue 
one. With 164 pages of PC news, 
previews, reviews and tips, issue five 
of Ulhmate PC is the essential read for 
the die-hard PC gamer. ■ 


HiBi ■ world 

^ ' exclusive 

IP*'— review of 
Activision's 
■II ^ ^ . Battlezone, 

iffiD Ultimate PC 
is an essential read for anyone 
who likes their real-time 
wargames. Forget about Command 
and Conquer, Total Annihilation 
and Dark Reign, because 
Battlezone redefines the whole 
genre with its mix of first-person 
perspective shooting action and 
demanding strategy. 

If you missed out on our 
extensive review of this landmark 
title, then order your back issue 
right away and find out just what 
it is your missing! ■ 




wmrwfmm 


OlFliB 


B0DH Issues 


me first issue of Ultimate PC 
proved a huge success, but if 
you missed out, get a copy uow! 


ssue one was 

__ 3 resounding 

^ success with over 

75,000 copies sold. This 

^ 

the cover CD, which 

V included an exclusive 

i i mi W i Resident Evil demo and 

ajjJH a playable demo of 
Constructor. Or it could have been the interview with 
Deathtrap Dungeon aeator Ian Livingstone. Or 
perhaps the 30 full reviews. Or the Premier Manager 
tips. Or the Unreal, Quake II and Tomb Raider II 
previews... Whatever the reason, this baby was 
packed, so if you missed it first time around, don't let 
it slip through your fingers again! ■ 


164 pages uf news, previews 
and reviews made the secund 
issue a reai classic! 


» SpeCMl,tfiC8 0m.Y: ' H 1 , . 

^ y >nfi! 

BUli preview of 
^ stunning 

Assassin ensured 
issue two carried on 
where the first issue 

left off. With over twenty reviews, numerous 
previews, a solution to Little Big Adventure 2 
and up-to-the-minute news on the best 
upcoming titles, it's an essential read. Add to 
that a free CD and 16 page Tomb Raider II 
supplement and it has everything the serious 
gamer needs. ■ 


Over 20 reviews inside the 
magazine and 20 playable demos 
on the cover COs - all for 03.501 


‘ ■ I H n exclusive 
KjJI Men in Black 
i f review was just one of 

i-M, • \ ■ j; over 20 in this bulging 

issue. Amongst the 
‘ ^ \ others was S/cf Afc/er's 

^ ' ') ^ ^ Gettysburg!, Total 

"" ' Annihilation, Worms 2 
and Jedi Knight: Dark 
Forces 2, There's also solutions to The Feeble Files 
and Excalibur 2555, as well as a tips guide to Dark 
Colony. As if that wasn't enough, there's two CDs 
crammed with all the latest playable demos., 
including Jedi Knight, CM 97/98 and Screamer 
Rally. All this at the stunning price of just £3.50 
- what more could any gamer need? ■ 


Packed with reviews, the Beatlitrap OungaaB makes For a comprehensive Get the full low-down on 
fourth issue of Ultimate this an essential read for review of BaWeme cheek Bie By Tha SwanI and 
PC is not to he missed! all PC games fans! out issue six now! PawarBaat in issue seven! 


nother big 
seller, our 

^ 'rilT review and 

demo of Die 
By The 

... Mil 

makes issue 7 of Ultimate PC an 
essential read for all those PC 
gamers who remember the classic 
title. Barbarian with affection. 
Speed freaks are also more then 
catered for in this issue, with an 
exclusive demo of Powerboat 
Racing being just one of many 
crammed onto the packed CD. An 
exciting in-depth look at 
Cendant's new release. Half-life 
and a round-up of the top three 
games of 1997 by genre makes 
this one issue not to miss. ■ 
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The truth is out there! 


M ext month we have a real treat in store for the growing 
" army of X-Files fans - a first stunning preview of Fox 
Interactive's FMV point and click adventure game based on the hit 
TV show. Players will assume the role of an FBI agent assigned to an 
X-Files case and will be able to question and cross examine key 
characters as they try to unravel the truth. All the main stars from the TV 
series, including Fox Mulder and Dana Scully, will be on hand to help with 
the investigation as players seek to uncover the lies and discover the truth. 

Next month we also have Motorhead and Ml Tank Platoon 2 lined up 
for review, as well as Red Boron II and the eagerly-awaited Storcraft. A 
CD packed with all the latest playable demos, including Ultimate Soccer 
Manager '98 and Motorhead exclusives, will once again be cover- 
mounted and all for £3.95. Value for money? You bet it is! 

Discover the truth on the 30th April 
in issue 9 of Ultimate PC 
Don't Miss It! 


ULTIMATE 

PC 


ULTIMATE PC I ISSUE EIGHT I APRIL 1998 


Special Reserve Discount Mail Order - 01279 600204 

Market leaders in mail order home computing, established 10 years, great web site and six amazing shops 
See us on the web at http://special.reserve.co.uk for masses of information and loads of prizes to win 


CD ROM GAMES 

MIN SYSTEM Pentium, SVGA & 16 MB 
• = NEW xx%= Highest review 
(18) = Rated 18, state over 18 when you order 

ADIDAS POWER SOCCER .14.9 

AGE OF EMPIRE FOR WINDOWS 95 94% .33.4 

AGE OF SAIL 83% 19.9 

AHX-1 FOR WINDOWS 95 .24.9 

ALBION .9.9 

BALLS OF STEEL FOR WINDOWS 95 .22.9 

BATTLE ISLE 2 + DATA CD • .9.9 

BATTLE ISLE 1,2 & 3 • .24.9 

BATTLE ZONE FOR WINDOWS 95 91% • .31.9 

BATTLEGROUND WATERLOO 82% 25.9 

BLADE RUNNER FOR WINDOWS 95 94% .28.9 

BROKEN SWORD 2 FOR WINDOWS 95 90% .. .28.9 

BUG RIDERS* .27.9 

CARMAGEDDON (RATED 15) 95%.19.9 

CARMAGEDDON+ SPLAT PACK (RATED 15) • 25.9 

CHAMP MANAGER 2 COMPILATION VOL 1 .6.9 

CHAMPIONSHIP MANAGER 2 1997/98 90% ... 18.9 

CIVILIZATION 2 96% .18.9 

CLOSE COMBAT - A BRIDGE TO FAR .31.9 

COMBAT CHESS .18.9 

COMMAND & CONQUER FOR WINDOWS 95 ...14.9 

C&C: RED ALERT COLLECTORS PACK .31.9 

CONSTRUCTOR 92% 29.9 

CURSE OF MONKEY ISLAND WIN95 94% .29.9 

DARK FORCES 2 - JEDI KNIGHT WIN95 94% ...29.9 

DARK OMEN FOR WINDOWS 95 • .32.9 

DARKLIGHT CONFLICT 92% .24.9 

DIABLO DATA CD - HELLFIRE WINDOWS 95 ...15.9 

DIABLO FOR WINDOWS 95 93% 29.9 

DIE BY THE SWORD • .30.9 

DIE HARD TRILOGY FOR WINDOWS 95 93% .. .20.9 

DISCWORLD 2 86% .16.9 

DOOM TRILOGY - THE DEPTHS OF DOOM ...15.9 

DROWNED LORD • 25.9 

DUKENUKEM KILL-A-TON COLLECTION • ...24.9 

DUKE NUKEM 3D (RATED 18) 93% 12.9 

DUKE NUKEM 3D DATA DISK - PLUTONIUM ...4.9 

DUNE 2000 • 29.9 

DUNGEON KEEPER + DATA CD • .32.9 

EASTERN FRONT 84% .25.9 

EURO 96 70% 9.9 

FI MANAGER 89% .6.9 

F15 (E/A) FOR WINDOWS 95* 32.9 

F22-ADF89% .31.4 

FA 18 HORNET .21.9 

FALLOUT FOR WINDOWS 95 86% • 30.9 

FIFA 98 - ROAD TO THE WORLD CUP WIN95 ...30.9 
FIFA SOCCER MANAGER WINDOWS 95 82% ...12.9 
FLIGHT SIMULATOR 98 WINDOWS 95 94% .. .39.9 

FLYING CORPS 92% 15.9 

GRAND THEFT AUTO (RATED 18) 92% .30.9 

GUTS ‘N’ GARTERS 84% .16.9 

HEART OF DARKNESS • 34.9 


INCUBATION 94% 19. 

INTERNATIONAL CRICKET MANAGER •.24. 

JET FIGHTER FULL BURN WINDOWS 95 • .28. 

KICK OFF 97 86% .17. 

KRUSH KILL 'N' DESTROY WINDOWS 95 91% 12. 

LITTLE BIG ADVENTURE 2 & MOTO RACER • ...25. 

LONGBOW 2 FOR WINDOWS 95 92% .31. 

MEN IN BLACK 93% .28. 

MONSTER TRUCKS 80% .25. 

MOTORHEAD •.25. 

NEED FOR SPEED 2 FOR WINDOWS 95 24. 

OBSIDIAN* .19. 

ODDWORLDS; ABE’S ODDYSEE WIN95 92% ...28. 

OPERATIONAL ART OF WAR * .28. 

OUTPOST 2 16MB 82% .24. 

PAX IMPERIA: EMINENT DOMAIN 91% .14. 

PHANTASMAGORIA 2 WIN95 (RATED 18) 80% 19. 

QUAKE 2 FOR WINDOWS 95 96% .29. 

REALMS OF THE HAUNTING 91% .15. 

REBEL MOON RISING FOR WINDOWS 95 .24. 

RIOT .9. 

RISING LANDS* .28. 

RIVEN FOR WINDOWS 95 91% .31. 

RPG ANTHOLOGY * .24. 

SCREAMER 2 93% .9. 

SCREAMER RALLY 91% 19. 

SECRET OF MONKEY ISLAND 1 & 2 .14. 


We stock 1500 games and utilities. 
Please call for price and availability 
15 saies lines - Cail 01279 600204 


SENSIBLE SOCCER 2000 WINDOWS 95 90% ...29. 

SENTIENT 82% 12. 

SETTLERS 2 GOLD EDITON .23. 

SIM SAFARI FOR WINDOWS 95 * .25. 

SNOWRACER 98 * 28. 

SOLE SURVIVOR * 16. 

SUB SPACE* .16. 

SYNDICATE WARS 92% 12. 

THE REAP 16MB/PENT 81% .24. 

THEME HOSPITAL 91% & SIM CITY 2000 86% 29. 

TITANIC*.19. 

TOCA TOURING CARS 82% .19. 

TOMB RAIDER 2 94% 29. 

TOTAL ANNIHILATION FOR WINDOWS 95 94% 27. 

TRIBAL RAGE * 28. 

TRIPLE PLAY 99 FOR WINDOWS 95 * 32. 

ULTIMATE RACE FOR WINDOWS 95 86% .20. 

V - RALLY * .28. 

VR POWERBOAT RACING * .30. 

WARCRAFT 2 DELUXE 82% .29. 

WING COMMANDER 4 FOR WINDOWS 95 * ...14. 

WING COMMANDER PROPHECY WIN95 87% .. .31. 

WORLDWIDE SOCCER 87% .19. 

WORMS 2 90% .29. 

X-COM - APOCALYPSE 95%.27. 

X-WING VS TIE FIGHTER 95% .31. 

ZORK GRAND INQUISITOR 89% .26. 


CD ROM NON GAMES 

AMIGA EMULATOR .14.99 


14.99 
..9.99 

19.99 
.23.99 
.19.99 

29.99 
.24.99 
.19.99 
.19.99 
.18.99 
.27.99 

9.99 


ARCADE CLASSICS PLUS 
BEST PUB QUIZ EVER! FOR WINDOWS 95 

CATZ 2 FOR WINDOWS 95 . 

DANCE EJAY . 

DOGZ 2 FOR WINDOWS 95 . 

FIRST AID 98 FOR WINDOWS 95 . 

GALAXY OF CLIP ART . 

GCSE ENGLISH - FULL 1998 SYLLABUS 

GCSE MATHS . 

GCSE PHYSICS . 

MEGA MATHS CD . 

MINI OFFICE TYPING TUTOR . 

MS ENCARTA 98 FOR WINDOWS 95 .40. 

MS ENCARTA 98 DELUXE FOR WINDOWS 95 60.99 

POWER 2 PLAY .19.99 

SATS MATHS AGE 11 .9.99 

SATS SCIENCE .9.99 

SPECTRUM CD 98 17.99 

UNINSTALLER 4.5 FOR WINDOWS 95 22.99 

PC CONTROLLERS 

DESTINY STEERING 
WHEEL & FOOT 

PEDALS .56.99 

True analogue steering, 
accelrator and brakes 


GRAVIS GRIP-GAME 
SYSTEM ... 39.99 
Complete with two grip 
pads. Connect upto 4 grip 
pads. Digital interface. 

Includes 

FIFA 97 PC CD ROM game 





All for £6.00 

Special Reserve Annual Membership Fee 
I t's easy to join, just phone 01279 600204 or send in the order form. 
There's no obligation to buy anything, you can be any age, and it only costs £6.00. 

[ 1 . Members receive 10 issues of our colour Club 
. Magazines per year. The magazine includes our full 
\ catalogue of over 2,000 products, many at below trade 
^ price or under half price. And there are Reviews, 

, Features, Charts. Release Dates, Extra Savings and 
1 thousands of pounds worth of great prizes to be won. 

2. The incredible Special Reserve Book of 2500 
\ Cheats (all formats) will be sent to you with your Family 
1 Membership Card and your Paris ‘98 entry form. 

3. AND choose any one of the FREE GIFTS below if you buy just 
one item at the same time as you join. All of our gifts are worth the 
membership fee or more and you can extend your membership for 
£5.50 to get more gifts if you want them. 

That’s why over 400,000 people have joined 
Special Reserve 

The Biggest Games Club In the World 





POWER PAD 

PROJOYPAD .22.9 

Analogue joystick and digital p 


SPECIAL 
RESERVE 
MOUSE ... 9.99 
2 button serial mouse 


MOUSE PEN ... 19.99 
100-4200 dpi, natural “pen action" 
mouse, driver software included 

SEE OUR CATALOGUE FOR MORE 
CONTROLLERS 


All Prices Include VAT & Delivery 

SIMM’s AND DIMM’s GRAPHICS CARDS 


72 Pin SIMM s, 32 BIT non-parity, 72Ns access 
EDO RAM with Extended Data Out channel 
for improved performance. Suitable for 
most Pentium and Pentium II PC’s 

INCLUDES VAT 

& DELIVERY SINGLE PAIR 


4 MB EDO SIMM 
SMB EDO SIMM 
16 MB EDO SIMM 
32 MB EDO SIMM 


14.9 


27.99 

35.99 

61.99 


64.99 119.9 


16 MB DIMM SDRAM 34.99 

32 MB DIMM SDRAM 64.99 

64 MB DIMM SDRAM 179.99 

Always check your motherboard manual 
for suitablity prior to purchase. 


4 MB CREATIVE 3D BLASTER 74.99 
r BA Toshinden. Flight Unlimited & Rebel Moon 
4 MB MATROX MYSTIQUE . 109.99 

3Dfx POWER 

ORCHID RIGHTEOUS 4 MB 30fx 139.99 
DIAMOND MONSTER 4 MB 3Dfx 144.99 

3Dfx accelerators worK in addition to your normal 
graphics card for peak performance on 3Dfx titles 

CREATIVE AWE64 VALUE 69.99 

CREATIVE AWE64 GOLD 146.99 

HARD DRIVES 

QUANTUM STRATUS 1.62 GB ... 109.99 
QUANTUM FIREBALL SE 2.1 GB 139.99 
QUANTUM FIREBALL SE 8.4 GB 299.99 


CD ROM DRIVES 

CREATIVE LABS 24X CD ROM 64.99 
CREATIVE LABS 

DISCOVERY KIT 24 x 64 124.99 

Includes 24x CD ROM drive. AWE64 
Value sound card, and active speakers 

READ/WRITE CD 

HP SURESTORE 71001 

INTERNAL CD RE-WRITER 299.99 

High performance 6x read and 2x write 
speed CD drive. 


SPECIAL RESERVE 
1998 PC RANGE 

P200 MMX FROM ONLY 

£ 899.99 

inc VAT 




--r B 


PRINTER 

EPSON STYLUS 600 
COLOUR INKJET 
PRINTER + FUN 
FACTORY 
SOFTWARE 199.99 


A complete P200 MMX system for )ust 
£899.99 including VAT. Includes fax'modem, 
fast graphics card, over 40 games and 1 year 
on-site warranty. We can supply a P2 P266 
MMX system with 3Dfx card. 24 speed CD, 
6.4 Gb hard drive. 32 Mb and over 50 
software titles for under £2000 including VAT. 

CALL 01279 600204 TO FIND OUT MORE 


NINTENDO 64 .. 
ENGLAND PACK 


...107.99 lessElO^ 

•When purchasing with any other item 


With Official 3D Controller, RF lead and a high quality, 
durable, laminated England Sticker Kit 


NINTEKDO 64 WITH 

ONE CONTROLLER ...99.99 less £10 



PLAYSTATION ... 
ENGLAND PACK 

With TWO Official Controllers, Memory Card, 
Scart lead and a high quality, durable, 
laminated England Sticker Kit 

PLAYSTATION 

VALUE PACK ...129.99 less £10 


...137.99 lessElO 

•When purchasing with any other item 


Free Gifts 


Please tick your choice of gift when you join for a 
year (£6) at the same time as buying any one item. 
If joining by telephone please ask for your gift at the time. 



FREE CD WALLET 

Stores loose CD’s neatly 
and safely. A great 
space saver, convenient 
for home, office 
and car 





OR FREE FRANCE 
^ ‘98 FOOTBALL 

I Full size 82 panel 
» Stitched 

PVC coated football. 
Size 5. Includes free 
adaptor to pump up 
the ball 

OR SEVEN GAMES 
FREE FOR 
PC CD ROM 

^ilization. Lemmings, Elite 
1 & 2, Sensible Soccer, 
Jimmy White’s Snooker, 


and Zool 


OR EIGHT GAMES 
FREE FOR 
PC CD ROM 

Desert Strike, Jungle Strike, 

Actua Soccer Semi- 
Final, Normality Inc 
Demo, Zool 2, Lotus 3, 

Toyota Rally, Team Suzuki 

OR FREE GOODY BAG INCLUDES 

MINIBOY, GAMEBOY CALCULATOR 
AND VIRTUA PET. 

Incredibly, all three of these electronic wonders 
have been bundled as one great gift. The Miniboy 
offers 55 great games in one, the Gameboy 
calculator is great to take into school and the Virtua 
Pet provides you with a pet to look after and care of. 

Offers subject to stock availability. Alternative gifts available. Overseas members add £2 postage 



PAY LATER 0 % 

When you spend between £250 and £750 

20% deposit and nothing to pay for 6 months, subject to status. 





Extra Mail Order Discount 

Deduct £2 if your order totals more than £40 
This offer only applies if you use this 
complete form to place your order by post 
before the expiry date below. 


OFF 


EXPIRES 

30/4/98 


http://special.reserve.co. 


You can buy 

anything from our catalogue or shops this way, providing your total purchase is 
between £250 and £750. After the six months payment holiday you can choose 
whether to pay off the outstanding balance or to commence monthly payments at 
29.8% APR. Either way there's no interest at all for the first 6 months. 





Special Reserve Big Club Shops 

Visit one of our great shops for massive seiection at rock bottom prices 
We guarantee the lowest price in town - by a full £2 


BRISTOL 

351 Gloucester Road (A38), 
Bristol. 

1 'A miles from the City Centre 
and just up from Kwik Save 

Tel: 0117 924 5000 | 


CHELMSFORD 

43 Broomfield Road, 
Chelmsford, Essex. 

Just around the corner from 
the bus station 

1 Tel: 01245 348777 

EGHAM 

168 High Street, 

Egham, Surrey. 

Near Windsor and Staines 

Just 1 mile off junction 13 on the M25 

Tel: 01784 473444 


NOTTINGHAM 

164 Derby Road, 
Stapleford, Nottingham. 

I 2 miles from junction 25 of the Ml, 

near Kwik Fit and Pizza Hut 

1 Tel: 0115 949 1000 

SAWBRIDGEWORTH 

The Maltings, Station Road, 
Sawbridgeworth, Herts. 

Not far from the Mil, just around 
the corner from the train station 

Tel: 01279 600399 


UPMINSTER 

209/213 St Mary’s Lane, 
Upminster, Essex. 

2 miles from junction 29 of the M25. 
Opposite Somerfield Supermarket 

Tel: 01708 225544 
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Award-winning Special Reserve P200 MMX PC for just £899.99 inc VAT 

We’ll fit any PC item bought for just £10 including VAT. We can repair most PC’s. £24 for fault diagnosis and set up plus £10 per part for fitting 

Inevitably some products listed may not yet be available and prices may change. Please phone 01279 600204. Some items carry 
Sent to press 26/02/98. Errors & Ommisions Excluded. Inter-Mediates Ltd. T/A Special Reserve. The 


Special Reserve 01279 600204 

Or fax YOUR ORDER ON 01279 726842 - We’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 


(BLQCK CAPITALS please) 

Name & Address_ 


Machine 


ULTIMATE PC 

Existing members please enter membership number 

We only supply members but you can order as you join (from 50p). 
There is no obligation to buy anything and you can be any age. 

£6.00 Annual Membership includes 10 issues of the Club Magazine plus 
the Special Reserve Book of 2500 Cheats. AND choose a FREE GIFT 
from above if you buy any item at the same time as you join. 

Please enter membership fee if applicable and please remember to tick your c hoice of gift above 

Annual Membership £6 (UK), £9 (EC) or £12 (World) 

OR Trial Membership 50p (One magazine. One order) 


item 


item 


item 


Deduct £2 off posted orders totalling over £40 (offer above) 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 


-£ 2.00 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 
_(ISSUE NO_ 


Overseas orders must be paid by credit card. Overseas surcharge £2.00 per item 
Hardware items (mains or battery) are only supplied to the UK mainland 

Immediate cheque clearance 

Cheques payable to Special Reserve at 
PO Box 847, Harlow, CM21 9PH 


a £1 surcharge in our shops. SAVE = Saving off full recommended price. 
Mattings. Sawbridgeworth. Herts CM21 9PG 
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SWARMS OF EXOSKELETAL ALIENS ARE RIPPING 
A MERCILESS PATH OF ANNIHILATION THROUGH 
THE GALAXY. 

Your outposts have fallen - your dropzone just 
became the front line. Strap a Jet Pack onto your 
battle armour and select a lethal array of weaponry - 
you and your squad are all that stand between 
Earth and the hordes of savage alien insects. 

Dive into the action. 


Complete your miss 

Jet the hell out of there! 


Visit the new Outwars website to downioad a FREE triai version at 

www.microsoft.com/uk/gameszone/ 



Do battle in vast 
3D worlds 

Use your Jet Pack 
or Glider to fight the 
alien invaders 

Advanced Alien AI 
means finding a 
winning strategy is 
vital to the war 


Choose from a huge 
arsenal of weapons 
including flame 
throwers and heat 
seeking swarm missiles 

Up to 8 players over 
LAN or on the Internet 
Gaming Zone 


Availabie from: Byte, Comet, Dixons, Electronics Boutique, Game, HMV, John Lewis Partnership, PC World, Software 
Warehouse, Staples, Tempo, Toys R Us, Virgin and other leading retailers 

Where do you want to go today? and Microsoft are registered trademarks of Microsoft Corporation in the US and/or other countries 
Outwars ©1998 Singletrac Studio, a GT Interactive Company. All Rights Reserved. Outwar. Singletrac. and the Singletrac logo are 
trademarks of Singletrac Studio, a GT Interactive Company. 




Micmsott’ 

where do you want to go today?® 








